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$ TOS ■ a Type-In game and morel 
MAKING MUSIC - Interested in computer music? 
INDIANA JONES - THE GRAPHIC ADVENTURE 
POSTMAN PAT - FUN IN GREENDALE 

Reviews include 

Paperboy - Rick Dangerous « Shinobi - Gilbert - Aaargh 



A TRUE ST STYLE DEMO ON YOUR XL/XE 
MOST PEOPLE SAID IT COULDN'T BE DONE! 



Inspired by the best demos on the ST the High Tech Team 
from Holland set out to show that the 8-bit Atari 
could produce the same effects, the result 



THE 




DEMO 



MUSIXX 



TWO separate music demos featuring 
interpretations of the music from a 
dozen top Atari games 

GRAPHIXX 

THREE great graphics demos that 
include lots of scrolling messages, 
bouncing effects, sine waves, rainbow 
effects and more all with great music 

THE BIG SCROLL 

The world record scroll for any Atari 
machine - over 60Kb of scrolling 
message that takes 3 hours to read! 



ATARI 8-BIT DEMO 



MUSIC MENU i 
MUSIC MENU S 
FX DEMO 11 
FX DEMO 2 ! 
FX DEMO 3 | 



□IGI MUSIX 

OPTION FOR DOS 
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SAMPLES 



Over half a dozen sampled voices and 
instruments that show you that top 
quality sampled sound is not the 
exclusive preserve of the ST 



DIGI-MUSIXX 

Quite simply the most astonishing 
digitised music ever heard on an 
Atari 8 bit computer! Two great sampled 
and cleverly edited tunes that play on 
forever. You won't believe your ears! 



Alt this on one GREAT disk for just £3.95 
Available exclusively from PAGE 6 - see the order form on page 49 



The BIG DEMO is a double sided disk in enhanced 
density and will only run on a XL/XE with 1050 drive 
or a drive that can read enhanced density 



NOTE: For every disk sold a donation will he 
made to the High Tech Team in appreciation of 
the best 3-bit demo we have ever seen, If you 
like this demo we may be able lo encourage 
these Atari 8-bit wizards to do morel 
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f BEST XL/XE SOUND AND GRAPHICS DEMO EVER? 
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SNAKES ALIVE ! 
An excellent game from 
Bid Halsall for up to 
twenty players! 



SUBSCRIPTIONS 
Annual subscription rates {6 issues) 

UK £9.00 

Europe £13.50 

Elsewhere (sea) £13-50 

Elsewhere (Air) £21.00 



NEW ATARI USER ON DISK 

A disk containing all of the 8-bit 
programs from each issue of 
NEW ATARI USER is available either 
separately or on subcription. Single 
price £2.95 per disk, Subscription 
rates {& issues} 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£24.00 

£30.00 

£30.00 

Please 

enquire 



SUBMISSIONS 

PAGE 6 welcomes and encou rages its read- 
ers to submit, articles, programs and reviews 
for publication. Programs musl be submitted 
on disk or cttsselle, articles should wherever 
possible be submitted as text files on disk, We 
seefc to encourage your participation and do 
not have strict rules for submissions. If some- 
thing interests you. write a program or article 
and submit it! Appropriate payment will be 
made for all published programs and articles. 

All original articles, programs and other mate- 
rial in MEW ATARI USER is copyright of the 
author as crediled. All uncredited material is 
copyright PAGE 6. Unless containing 1 he by- 
line 'All Riohis Reserved' any material in 
NEW ATA RT USER may be reproduced by 
User Groups and other no n- profit making 
organisations provided thai the author's name 
is included and PAGE 6 is credited as the 
Original publisher. Permission to publish else- 
where should be obtained irom PAGE 6 or the 
auihor. Editors of newsletters reproducing 
material are requested to send a copy of the 
relevant issue to the Editorial address ol 
PAGE 6. Whilst we take whatever steps we 
can to ensure the accuracy of articles and 
programs and the contents of advertisements, 
PACE 6 caniot be held liable J o' any errcs 
or claims made by advertisers, 

ATARI (TM) is a registered trademark of 
ATARi corp. All references should be so 
noted. NEW ATARI USER is an independent 
publication and has no connection with Atari 
or with any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 25th January 
Editorial copy dale is 6lh December (early!) 
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THE CREDITS 

All of the usual stuff is on page 3 but here 
are the people who made this issue possible, 

I 1.1 Ling ham monaqt^d h> slay awake 
long enough to do the editing, layout etc. 

Sandy looked after the advertising and mail 
order 

form R r Rarnsley helped out as usual (does, 
the R stand for Rastus or Elton John?) 

The Regular Contributors, who provide the 
backbone of the mugu/ine and can general- 
ly be relied upon to come up with good 
articles and reviews, are 



Murk J lute hint Oil 
}t>hn Itavisxm 
John Sweeney 
Damon Howarth 
lan Tin I ay son 



Matthew Jones 
John Davison \r 
Paul Kixon 
Carry Francis, 



All other contributors for this issue are individually 
credited ulnngside their articles or programs, 
r hunks \u evfirj-hodv for sharing their work and 
enthusiasm with other Atari risen, 

Sorry about the short deadlines Garry! 

The cover picture depicts the* famous 
Indiana Jones from the film Raiders of the 
Lost Ark. Two Indiana [ones games are re- 
viewed this issue and the picture tits in nice- 
ly with our main type-in name, The photo- 
graph is copyright l.ucasfilms. 

Lote of aood music (hi:- time around.- it's fhul time of year. 
Stoma nam Nancf Griffith is as wonderful as the others, as 
is a vesy early and hard to come by Michael fohnvm ttltuun 
m!if>.i '.Vw.-.j:. ttaev ( hapman's new one follows in ftmHa 
vein whilst the Eurytrunics continue In style if not in 
strength. A rtfee live fohn Prtfte CO with nineteen tracks 
proves that very few can write so many songs of such 
quality, a brf of nostalgia Ihere. bio surprise if Stan Michel- 
le jarre whose live recording of the Doc Hands concert 
(although it isn I credited us such.) is quite surprisingly 
brlUtant, much better in fact than actually bemg there on 
the night! Most strungc. Also strange is Ancient BeatboX 
purchased because of its folk musk influences and the fact 
that it was put together on a 1040ST. Jakes some yetting 
used to! Udo Dylan's is good hut somewhat subdued ana 
Kate Bush has managed a lot straighlcr found even though 
Ihe musicians tnwhed should have made it otherwise. Aft 
these and more played constantly in the background whilst 
the words came together, Er.vJ a) all Ihtmijh was ftunrlg 
who always, were brilliant and cm the Page 6 turntables 
long before anyone but the few hod evert heard (if them. 

NEW ATARI USER is the magazine, 
PAGE 6 is the concept. Wherever you see 
PAGE 6 you'll know what it means! 

The next issue of NEW ATARI USER could 
feature VOTJR article or program, 
so SEND IT IN NOW! 



PAGE 6 shows fust what you can do with your Atari. With 
the exception of final output on a Linatron and use of a 
repro camera for (he listings and photos, the magazine Is 
prepared entirely with Atari bused equipment and software 
- not a Macintosh or IBM in sight' Hardware used Includes 
130XE, 10S0 disk drive, SIO disk drive, 410 cassette 
(accasianailylji r BSO Interface, SEC 8023 printer, 1Q405T, 
SMI 24 Monitor, Atari SH204 hard disk drive, Cumana 1 
meg dtsk drive, F.pson RX 1 00 printer. Kyocera laser pnnter. 
MKroslutTer printer buffer Software includes Superscript, 
Turbo Bask, Kenmt, PC intercomm, TAN-TALK, Print Wi, 
PC Intcrcomm, STWriler, Prolexl and fleet Street Publisher. 
Articles and programs submitted on XUXZ disks Cure sub- 
jected to various custom written programs before being 
transferred across to the ST via TARl-TALK. All major 
edlttttg is done with Pretext and pages are laid out with 
Fleet Street Publislter. A disk with the finished pages is sent 
ufi to Ute Setting Studio in Newcastle (a typesetting bureau 
who really know what ihey are dcittg ■with the STi to he 
output on a Unohxm 300 und, hey presio, finished pages 
are sent back. It realty does wori; - at last! Ail that ii left is 
to drop in the listings and photos. Well, it 's not quite as 
easy as that, hut you get the idea! 



AT LAST! 

After a very quiet year it seems, at last, as though the world is finally waking up to the 
fact that the 8-bit Atari is still very much alive and still selling. In recent months new 
software has become increasingly rarer but now with two new labels including the Atari 
in their plans we should see dozens of new releases, or re -releases, over the coming 
months. Atari themselves also seem to have found a new commitment to the B-bit with 
several new titles released and plans to convert many of their ST titles. If s looking good! 
1 wonder why it has token this long for the software companies to sit up and take notice? 
Most have blamed piracy on the Atari, which was indeed a major problem., but many 
now feel that the newer breed of Atari owner does not feel so inclined to pirate software 
especially as much of it is now available at budget prices. The pirates seem to have 
moved on to the ST and Amiga leaving the Atari 8-bit market to pick itself up again. One 
thing lhat will be important over the coming months is that this market does indeed 
materialise otherwise these new companies may well join the ranks of those who have 
deserted the Atari, The future of software availability really lies in your hands and it is 
ap to you to go out and purchase as much new software us you can afford , If you don't 
you will will end up with a pocketful of money and nothing to buy. 

HAWK QUEST - WE DID IT! 

It is very gratifying to learn that, through the efforts of PAGE 6, Hawkquest (reviewed in 
Issue 39) will see the light of day as a full commercial release. Many people wrote to us 
asking why we didn't release it ourselves. The answer is that it was too good] Whilst we 
are quite happy to publish software, we have to recognise that we are not a software 
publishing company with access to the distribution channels required to get a piece of 
software out to the shops. We could probably sell a reasonable number via the 
magazine, but an awful Lot more could be sold via the established shops and mail order 
suppliers. Strangely, many people will respond to an advertisement, not by buying direct 
but by going down to their local shop to buy. We still get calls from people who have 
seen our advertisements tor things like TARl-TALK asking where they can buy it! 
As far as Hawkquest is concerned we would much rather that the authors received as 
much in the way of royalties as possible and we felt that an established company could 
achieve higher sales. We may have lost the chance to make a few bob ourselves but so 
what if the Atari community as a whole gets the benefit. 

NEW COMPUTER EXPRESS STINKS! 

Nice to see that we recently got a mention in the New Computer Express Atari column 
mentioning our public: domain library but then they have to go and put in the snide 
remark about PAGE 6 being a ' back bedroom' publisher, I wouldn 't dream of saying that 
the New Computer Express Atari column is about the same size us a piece of toilet paper, 
would 1? Seriously, though,, 1 wonder what makes these 'big' mags pul down those who 
quietly go about their business without all the hype that seems necessary nowadays to 
ensure success? Maybe it's insecurity. Maybe they don't really know what they are doing 
and try to put down those who do. That could be it, for In the very next column Edmund 
Blake reports that the Alternative Micro Show is being held in Tamworth on the 26th 
November. Totally wrong! What's more he goes on to do the struggling Atari software 
industry a great power of good by telling people how to rip off cartridges! The column is 
even headed 'Jolly Roger', 

I was quite pleased that New Computer Express decided to carry an Atari column taut It 
would be nice if they could actually show that they do really have the interest of the 
Atari at heart by accurate reporting and by supporting others and by nol condoning the 
very thing that has caused lack of support in the post- If you feel inclined perhaps you 
might drop Edmund Blake a line to let him know how all you 'back bedroom' readers 
feel. 

NICE TO SEE YA! 

Finally it was great to see so many of you at The Alternative Micro Show and to have 
time to stop and chat. A nice relaxed show with plenty to see. See you next year. [Thinks 
... 1 just hope that they turn up, since I have to write this about two weeks before the 
event') 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8 bit machines 



The prog mm livings in NEW ATARI USER are prepared carefully to 
ensure thai thay con be typed in as easily as possible. Befbrct typing 
any listings ensure that you are familiar with the use of thrt Shifl and 
CONTROL and INVLRSL keys as outlined in your computer manual. 
The listings are prepared to match exactly what you see on screen. 
Lvery character that you may see in a listing is included in the chart 
below tor lyqss tvfw.iu l i . fly u.\my I vi'O A you can ensure that you 
type in the programs EXACTLY as they are printed. Remember, a 
single typing mistake may mean a program wiJl not run. 

WHAT ARE THOSE CODES? 

Lat h line of a program printed in NEW ATARI USLH begins with q 
special two letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO lo check lhal you have typed each line 
correctly. IT YOU 1 1 AVI. NOT ALU LADY TYPED IN THE TYPO 3 LIST- 
ING PLEASE DO SO NOW, The program can be used as you type in 
each line at' u program or to check an already lyped pmtjrtjrn . [ he 
univ far each line will match but if you have problems check the 
listing conventions below carefully, you art: most pmbubly typing a 
CONTROL character incorrectly. TYPO 3 tannot check whether a line 
has been missed so if you have problems in running a listing count 
the lines in the program and ensure mine are missing. If the TYPO 
codes match and the program still does not run. LIST it to cassette or 
disk ustna ITS! C: orl.tsr I Hi I en a me", switch off the computer, 
re-boot and then ENTER the program using ENTER "C:" or ENTER 
"D:fllenamt". Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPO 3 to 
check itself (sl-u 6 below. i i1 may not work if you have made 
mistakes. 

2. SAVE or CSAVE a copy of the program. 

3. Each lime you want to type in a program listing RUN TYPO 3 first. 
The program will install a machine code routine in memory and 
ihen delete it sell \im type in a line as shown in the magazine 
excluding the tint [no letter cod* and press HI' I URN. 

4. A two letter code will appear at the top left of your screen. If this 
code matches the one in tin e i magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to thai line and press RETURN. The code should now 
match. 

5. If the code does not match, use the editing keys to correct the line 
and press RETURN again. Repeat if necessary until the codes match, 

6. To check a line you have already typed LIST the line, place the 
cursor on thai line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE it in the 
normal way. 

You can lype in a program without using TYPO 3 and then check it by 
SAVEing or CSAVEing a copy of the program, running TYPO 3 and 
then LOADing or C LOAD in g your program and proceeding as in step 

6 above. 

Always SA\ I or csavi a program be to re running it and always use 
TYPO before telling us that a program will not run. 
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M * TYPO III by Alec Benson * 

* June 1985 * 
M * ft proofreader for AMrlC and * 

* PAGE 6 based on TYPO II * 

* published by ANTIC magazine * 
M mmmmmmmmkhkkmmmmmmmmkmmmmmmmmmm: 
GRAPHICS 0 

FOR 1=1536 T 

I , A : NEK T I 
IF CKO30765 
teHents - CK 

fl = USR C15363 
? : ? ^TVPd I 



O 1751 : READ A:CK=CK+A: 

THEM ? "Error in DA I A 
ech Typi ng" : END 

II is up and running"; 



OAT A 104,160,6, 185, 26,3.201, 6 3 

DATA 2 4 0,8, 200,200, 20O, 19 2,36,2QB 

OAT A 24 2, 96,2 00, 169, 79,153, 26, 3 

DATA 200,169,6,153*26,3,162,0 

DATA 139,0., 228, 157,79,6, 232, 224 

DATA 15, 208,245; lfi'?, 93, 141 ,33, 6 

DATA 169, 6 , 141 , 84 , 6 , 173, 4,228 

DATA 105,0,141,95,6,173,5,228 

DATA 105*0,141,96,6,169,0,162 

DATA 3, 149*203, 202,16,251,96, 0 

DATA 0,0,0,0,8,8,0,3 

DATA 0,0,0,0,0,0,32,94 

DATA 6,8,72,201,155,240,55,230 

DA I A 20 3,133, 289,133,72,169, 0,13 3 

DATA 208, 162,3,10,38, 2 0 8,6,209 

DATA 144,7, 24, 181,203, 144, 2,230 

DATA 20 8 , 202 , 208, 235,133,207,24,1 

DATA 2 04, 101, 2 07, 133,204, 185, 205, 

DATA 208 *. 133 , 2 05,165,206,185,0,13 

DATA 206, 104, 170,104,40, 96, 138, 72 

DATA 152, 72,162, 0, 134, 207* 134, 208 

DATA 16 0 . 2 4,6,204, 38, 2 05, 38,206 

DATA 3 8,207,33, 2 88, 56^165, 207, 23 3 

DATA 16 4, 170,165,208, 2 3 3,2,144,4 

DATA 134,207, 133, 28 8, 136, 2 OS, 2 27, 

DATA 8,165,207*133,204,165,208,6 
DATA 204, 42, 201,26,144, 4, 2 3 3,26 
DATA 2 30, 204,202, 200 , 242 , 133 , 205 , 

DATA 128, 146, 68, 2 00, 192,40, 208, 2 4 

DATA 165,204, 105, 160,160, 3, 14 5, 88 
DATA 165,205,24, 105, 161,200, 14 5, 8 

DATA 32,69,6,104,168,76,153,6 
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BYTE BACK BRINGS EM BACK 



Just when you thought 
Atari software was be- 
coming hard to find 
along comes a new inde- 
pendent budget label 
who have not only se- 
cured the rights to all of 
the Red Rat titles but 
also intend to convert ti- 
tles from other 
machines. Byte Back 
have at least eighteen ti- 
tles lined up for release 
on the Atari 8-bit! 

First releases are COS- 
MIC PIRATE (reviewed 
this issue), which has been con- 
verted from the ST, and the 
Red Rat titles SCREAMING 
WINGS, DOMAIN OF THE 
UNDEAD and LITTLE DEVIL. 
Later releases will include the 
famous, and highly respected, 
SPEED RUN. Amongst the ti- 
tles being converted from other 
machines look out far KENDO 
WARRIOR a big hit in the C64 
and Spectrum. All the titles will 
retail at £2.99. 

Tie label is fie brainchild of 




Richard Bielby who has pre- 
viously worked for a company 
who handled the distribution for 
Firebird and Mastertronic and if 
you check in the large multiple 
stores and small newsagents 
you will find that almost all the 
Atari software available in 
those outlets is on those two 
labels. It would seem therefore 
that Byte Back will have no 
problems in getting their titles 
out to the customers. One in- 
novation that has caused a 



huge stir in the computer 
industry is Byte Back's 
decision to go outside 
the computer press for 
their advertising by be- 
coming one of the first 
companies to advertise 
m the Beano and Dandy 
comics. Explaining his 
reasons for choosing 
this novel field of adver- 
tising, Richard Bielby 
said 'At £2.99 budget 
software is an impulse 
buy and as Byte Back 
will be on sale in local 
newsagents and high street 
stores we felt that we should 
try advertising directly to the 
kids who regularly visit those 
shops". Beano and Dandy have 
a circulation of over half a mil- 
lion wim a readership probably 
double and there seems a 
strong liklihood that a good 
number of those readers own 
computers. So look out for the 
Beano and Dandy, now you 
have no excuse to be embar- 
rassed at buying comics! 



ALTERNATIVE 
BIKING 




PRO MOUNTAIN BIKE is a 

new title for the Atari 8-bit 
range from Alternative Soft- 
ware. You will need a strong 
joystick rather than strong legs 
in this simulation in which you 
must ride your mountain bike 
over many obstacles, use the 
gears to get up the mountains 
and carry your bike when the 
going gets too tough. There 
are logs, potholes, rocks 
swamps, ramps and more to 
bar your way as you battle 
against a friend or the Atari. 
Mountain biking has never 
been so cheap, just £2.99 
from your usual Atari dealer 
and it should be available now. 



PAPERBOY 
AT LAST? 



HAWKQUEST 
RELEASED 



A brand new label recently laun- 
ched will be including the Atari 
8-bit in its planned releases and 
they have some very classy 
games lined up. The label is 
Harlequin and is set up by 
Stephen Goss and Tony King 
who have had long experience 
in the distribution side of me 
computer industry and are well 
placed to ensure that products 
on the Harlequin label reach the 
end user. Among the many ex- 
citing deals lined up are the 
rights to the entire Psygnosis 
catalogue which will mean that 
top class 16-bit titles like 
MENACE will be coming to 
the 8-bit Atari' Also in line are 
titles from System 3 including 
LAST NIIMJA 2 and the com- 
pany are negotiating with Elite 
in the hope that they can also 
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bring PAPERBOY to the 

Atari. 

All titles will be available on 
both cassette and disk as lull 
price' games retailing at £9,99. 
The company will also be pro- 
ducing titles for the VCS 
system* 

In order to bring these plans 
to fruition, Harlequin need more 
confident Atari machine lan- 
guage programmers who are 
capable of coping with conver- 
sions. They already have a 
team of three top class Atari 
programmers but need others 
to ensure that as many of their 
games as possible can be con- 
verted to the Atari. If you can 
program in machine code and 
handle conversions trom other 
machines give Stephen Goss a 
ring now on 0734 583062, 



Yes, our pre-review did pay 
dividends as the end of Novem- 
ber will see the release of 
HAWKQUEST (see issue 39) 
by Red Rat Software, This 
complex and highly entertain- 
ing game will initially be on disk 
but Red Rat have the authors 
busily working on a cassette 
version which will be released 
as soon as possible after the 
disk version. Red Rat Software 
decided that they would like to 
release the game after reading 
our review. 

You may remember that 
HAWKQUEST is a huge inter- 
planetary game with five 
planets to explore each of 
which has a main game and a 
sub-game. The graphics are 
outstanding and the game 
achieves a brilliant combination 
of arcade shoot-em-up ana ac 
tion adventure with sheer fun 
and addictiveness not seen in 
an Atari game since some of 



the classic American multi-disk 
games of some years ago. 
HAWKQUEST will retail at 
£19.95 for the two-disk pack- 
age which might seem a little 
expensive in today's budget 
age but you should remember 
that games of this scope and 
quality used to cost over £50 
when imported from America a 
few years ago! The tape ver- 
sion will be in two parts due to 
the length and complexity of 
the game and will retail at 
£7.95 for each part. 
HAWKQUEST is the most ex- 
citing game release for the 
Atari 8-bit in recent years and 
we highly recommend that you 
show your appreciation to Red 
Rat by making sure you have a 
copy in your collection, few 
Atari User are proud to have 
been instrumental in bringing a 
great Atari game to the mar- 
ket, a game that shows just 
how good the Atari still is. 



NO MORE 
LEVEL 9 



Level 9's latest release SCAPE- 
GHOST will be their last on trie 
Atari 8-bit as r in a surprising 
move, they have decided to 
drop out of conventional adven- 
turing and concentrate in future 
on 16-bit role playing and 
arcade games. The Austin 
brothers have developed a 
games writing system on the 
ST which will enable them to 
write sophisticated action 
games with cinematic effects 
which can easily be ported over 
to other 16-bit machines. 
At the PC Show, Pete Austin 
explained that sales of the tra- 
ditional adventures had fallen 
off over the past few years and 
that they had sat down about a 
year ago to try and decide 
which way the market would 
go. They felt that action games 
were what the public now wan- 
ted and so set out to develop a 
system that would allow them 
to create arcade style games 
that could include some of the 
story depth that Level 9 had 
become famous for in their 
adventures. At least four 
games are underway but Pete 
would not comment on the de- 
tails as publishing agreements 
had only just been reached with 
an American company. One of 
the games being demoed at 
the PC Show was RAJ, a game 
based on the British Raj and 
the sort of depth that Level 9 
hope to bring to the game is 
shown by the fact that Pete 
Austin had read over 20 books 




Level 9's last Atari 8-bit release 

on the British Raj in order to 
develop the story! 

Whilst many arcade games 
tend to be similar, Pete Austin 
is determined that Level 3 
games will be packed with fine 
detail. One such aspect that he 
has spent a lot of time on is 
making sure that all of the char- 
acters in a game blink! 

So we have the end of an era. 
Good news, perhaps, for ST 
owners who may see some 
vast improvement in standards 
but bad news for Atari 8-bit 
owners who will lose one of the 
companies that has always in- 
cluded the Atari in the release 
si: - edule of every game they 
have programmed. 

Reports on Sea peg host are 
that Level 9 have kept up their 
high standard and introduced a 
tew new thought provoking 
ides. Full review next issue. 



A NEW 1 30XE? 



There are reports in the States that Atari have revamped the 
130XE by replacing the RAM chips and rewriting the Operating 
System to test the extra 64k of memory. There are, apparently, 
no changes in the capabilities of the computer so you have no 
need to sell up and buy a new one, but it does show that Atari are 
still committed to the 8-bit range. They have in fact even gone to 
the trouble of rewriting the manual! 

We are not sure whether the new versions are on safe in the UK 
but as they remain totally compatible with other XL and XE 
machines there is no need to worry about what machine you 
might have. # 




Printer 
Crtnn 



Expand The Capabilities Of 
Your 8 Bit Atari 



Printer Connection 

(CD's PrinterConnection isa Centronics parallel 
primer interlace for Atari's 8 bit computers which 



"tian P'uEJS into the computer's serial disk drive port 



and then directly into your Centronics printer. It 
works with most parallel printers and 3 bit software 
without the need tor special driver software and 
includes a built-in primer cable. £29.95. 

US Doubter 

Expanding the 1050 disk drive's strength Is whal 
ICD s US Doubler is all about. A true performer in 
Ihe area of hardware modifications, this chip set 
quickly transforms your Atari into a powerhouse, 
radiating with innovative features never before 
possessed by a 1050. Features like true double 
density for greater storage, single and double 
density support, an accelerated I/O rate designed 
to triple your speed when combined with 
SpartaDOS and full compatibility with existing 
Atari software, £29,95. 




Doubler 




SpartaDOS 
Construction Stt 



SpartaDOS 

This Disk Operating System has been widely 
acclaimed as the best DOS for the S bit Alan 
range. SpartaDOS trom ICD supports everything 
from 810 disk drives through RAM disks to hard 
disks. A special menu allows rapid transfer, 
erasure and locking/unlocking of files using only 
the Space Bar, Option. Start and Select keys. 
The utility package supphed also leaturcs a 32 
character keyboard buffer, intelligent switching 
between disk densities, a binary file game menu, 
subdirectories and time/date stamping. Ideal for 
use with the new XF55L E2995 

SpartaDOS & US Doubler Pack Only £49,95 

SpartaDOS X 

SpartaDOS X gives you all of the power of 
SpartaDOS. but on a cartridge (with built-in 
cartridge port for attaching other cartridges) so 
thatSpartaDOS s there when you need it. £49.95. 

SpartaDOS X & US Doubler Pack-Only £74,95 

P:R: Connection 



Now you're no longer limited to Atari compatible 
printers and modems. The P:R: Connection 
pkjgs directly into the serial disk drive pod of any 
Atari 8 bit computer and provides the user with a 
standard Centronics printer interface and two 
RS-232 serial ports. It also draws its power from 
P:R (Connection your computer which means one less cord fighting 
for a power point while its compact size leaves 
ynur work space virtually clutter free. 

The P:R: Connection's serial ports use a fully 
compatible R: handler and resemble those of the 
Atari 850 interface with the same signals and 
functions. £69.95 




SpaiiaDOS X 




E 



Frontier Software 
P.O. Box 113 
Harrogate 
North Yorkshire 
HG2 OBE. 
Telephone 
(0423) 567140/ 
530577. 



Frontier Software also distribute all 8 bit OSS 
products such as Action! {£49.95). Basic XE 
(£49.95). Basic XL (£39.95) and MAC/65 (£49.96) 
and their associated toolkits (£19.95) and the 
remaining ICD products - Rambo XL (£29.95) 
and R-Timg 5 (£49,95). Please write or phone for 
our catalogue. 

All prices include VAT. Please add C2.30 for 
postage and packing on orders of less than 
£100.00. Frontier accepts VISA and ACCESS 
(Mastercard). All products available from all good 
dealers or direct from Frontier, 
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write to 

Mailbag 
P.O. Box 
54, 
Stafford 

ST 16 1DR 
ENGLAND 



WHY BUY A DISK 
DRIVE? 

About six months ago 1 purch- 
ascti an Atari 65XE and I am 
absolutely enthralled by it but I 
was wondering what the 
advantages were for buying a 
disk drive as I have a tape re- 
corder and can get some good 
qames on cassette as well as on 
cartridge. So what is the advan- 
tage in buying a disk drive? 

David Congrfcave 
Leeds 



issues of Atari User when I 
came across a chart showing 
what each pin in the Joystick, 
monitor and accessory sockets 
did. My interest was aroused 
when I saw that the joystick 
socket could be used as an out- 
put socket. 1 set to work trying 
to write a program which 
would control my model train 
layout when I came across a 
snag. How do you use the ioys- 
tick socket as an output device? 
I tried STICK(0)=4 but the com- 
puter just replied with 'Error 9 r . 



Simon Lewis, 
London 



It all depends on what you want 
to do with your machine. A disk 
drive is far more versatile and a 
lot faster than using tape and if 
you want to use your machine for 
programming or more 'serious' 
things like word processing then 
we would suggest that a disk 
drive, despite its high price, \S 
almost essential. If you only play 
gomes then you might not consid- 
er the outlay worthwhile especially 
as the games you may buy are 
going to cost more, A few years 
ago there was every reason for 
games players to buy a disk drive 
as almost all the games available 
were on disk as well as cassette 
and there were some highly 
sophisticated games that were 
only available on disk but the 
Sttliation now is quite the reverse. 
It is now very rare for games to be 
issued on disk and quite difficult 
to transfer many tape games to 
disk so if you are happy to }ust 
play games you may as well stick 
to your cassette. What you will 
miss out on is the huge number of 
excellent public domain programs 
in the Page 6 Library and you will 
be consigned forever to having to 
wait IS or 20 minutes for a game 
to load that would load in thirty 
to forty seconds from disk. A disk 
drive might not seem an essential 
purchase now but we can guaran- 
tee that if you do buy one you will 
wonder how you ever did without 
it! 



PORTABLE XL 

I hove got a few problems 
which I hope you can help me 
with. Firstly is it possible for me 
to run my SOOXL and its acces- 
sories, like the XC12, on batter- 
ies, and if so, how? Secondly I 
was flicking through some back 



We have no idea if the XL could 
mn on batteries, does anyone else 
know? It may be possible but 
brings to mind the joke about the 
world's tiniest hearing aid, impos- 
sible to see but it takes both 
hands to carry the batteries! The 
joystick ports can indeed be used 
for output but to be effective they 
need to programmed in machine 
code. We suggest that you get 
hold of a copy of Mapping The 
Atari which will give you essential 
information regarding the mem- 
ory locations required to control 
the joystick ports and then check 
out some of the articles by Len 
Golding in back issues of Atari 
User, Len was responsible for pro- 
ducing many gadgets that can be 
controlled through the joystick 
ports and you may be able to 
adapt some of his routines. Unfor- 
tunately we don't have any back 
issues of Atari User available for 
purchase and there are no plans 
at present to cover ihis subject In 
New Atari User, at least nobody 
has submitted an article for publi- 
cation. 



screen red. Before I saved the 
listing I double checked it with 
the preview method from Su- 
perTypo li and everything was 
a motch so could you please 
explain to me what went 
wrong with the listing? 

ButeL 
Australia 



There is nothing wrong with the 
listing. If there were we wouldn't 
have had all the scrolly messages^ 
we received sent to us. We haven't 
come across Superlypo II yet as 
Antic suddenly slopped sending us 
our exchange copy so can t com- 
ment on its compatibility with 
TYPO III but if you say it doesn't 
show errors yet the program won't 
run then there may well be com- 
patibility problems. With very long 
programs it is sometimes possible 
for the listing to become corrupted 
when other utilities are used and 
th'is could be the problem. It 
might not show up when you type 
the program in but when it is 
RUN the program may expand in 
memory and destroy part of itself 
We suggest that you use 1YPO 111 
and toad in your saved listing, 
then list each line to the screen, 
move the cursor up and press RE- 
TURN to generate the TYPO 3 
code and check this manually. If 
you still don't find an error then 
)he problem must lie somewhere 
else. Are you using DOS 3? If so 
chuck il away and use DOS 2.S as 
that could be your problem. Are 
you using some other DOS? If so 
it could take up more memory 
than DOS 2.S and this could be 
the problem. Other than that we 
give up. Finally, please note that 
the offer of an exchange disk for 
scrolly messages Is now closed so 
please don't send in any more. 



NOT SO SUPER TYPO BUS , NESS USE 



I have typed in your Scrolly 
Text editor from Issue 37 and 
tried to create the machine 
code listing called 5CROL- 
L.Y.OBJ from It. The program 
started to create the file but be* 
fore it was complete it come up 
with 'Error 7 on Line 70' which 
means a number greater than 
32767. I typed in the listing 
using SUPERTYPO II from Antic 
magazine. This program allows 
you to type in the checksum 
letters as well and tells you If 
you have made a mistake by 
beeping at you and turning the 



I would like to congratulate 
you for making all the efforts to 
produce a brilliant magazine, 
1 hope that you can help me to 
solve a problem. I hove tried 
many times to write an inven- 
tory program for my small 
shop where I can enter daily 
sales by entering on item code, 
quantity sold and total price 
and then the next item and 
and so on for the whole day. 
The computer should calculate 
the quantity in stock, total 
quantity sold and total sale 
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and then save these on a file 
and this file should be updated 
by entering the daily sales, 
i Please can you tell me if such 
a program is available that will 
work on my 800XL and 1050 
disk drive and if the magazine 
is going to present this type of 
program in the future. 

Mousa Al-Yousfi 
Kuwait 

The 800XL can certainly handle 
this type of situation and the 
program is not particularly diffi- 
cult to write but unfortunately, 
we have no plans to publish such 
a listing in view of its limited in- 
terest. We do know that there are 
a number of our readers who use 
their XL or XL computers in shops 
and businesses so maybe there is 
someone reading this who can 
help Mousa out with just the 
program he needs. If you think 
you can help drop Mr Al-Yousfi a 
line via New Atari User. We will 
pass your letters on. 



MIDI, WHAT MIDI? 

With reference to your issue 38, 
I read the article on Midi and it 
said that Midi was available on 
the XL/XE as MidiMaster and 
would be reviewed in the next 
issue. On reading the next 
issue r I was disappointed not to 
find anything about it. If there 
is a Midi interface and software 
could you please send me 
details, 

G. \. Ha yt t' 
St. Neots 

Ah, but you don't read your New 
Atari User properly, do you? If you 
checked the bottom of page SO of 
issue 39 you will find that we had 
found problems in getting the 
Mole?; plugs necessary to make up 
the interface. There is indeed a 
Midi interface for the XL/XE but it 
is no longer available from the 
original manufacturers. We have 
obtained an agreement to market 
MidiMaster, if we can come up 
with sufficient Molex plugs. We 
have located 32 plugs and are 
having this many interfaces made 
up. They could be the only ones 
made so it might be wise to book 
yourself one. The price is likely to 
be around £24, 9$ for the inter- 
face and software. Molex plugs 
are still available hut only in 



quantities of 500 up and there 
is no way we are going to sell 
that many Midi interfaces. 
There must be a dealer in the 
States from whom these plugs 
are available in small quanti- 
ties., so how about one of our 
American readers doing a bit of 
research for us? 

EDUCATIONAL GAMES 

Please could you print me □ list 
Of educational games for the 
XL/XE for children aged 10 or 
over or for adults and advise 
where to gel them. 

Michael Daw, 
Weston-super-Mare 

Right, are you ready? The best 
game is .... Then there is .... And 
of course there are ... 
Sorry about that Michael but this 
is an area where the Atari has 
always been lacking and there are 
no 'games' of this nature that we 
know about. We have published a 
fair few listings in the past which 
are in the education a/ area and 
program like MCQ TEST from 
Issue 39 can be easily adapted for 
your own quizzes. There are some 

I ~ 



SMALL BUT PERFECT 

I have owned an Atari 65X1 for 
several months now. As a pen- 
sioner with not very good 
eyesight, 1 find your listings 
hard to see but I have, howev- 
er, managed to get every listing 
I have typed in to work thanks 
to your TYPO J II listing. I had 
trouble getting the old Atari 
User listings to work so I wrote 
to E D- Hughes mention in your 
issue 38 and received excellent 
service. For £1.50 I received, re- 
turn postage, an Agfa C60 cas- 
sette full of Atari User listings. 
My thanks to Mr Hughes and 
to your magazine for putting 
me in touch with him. 

T.H. Natt, 
Leeds 

There you go, all those who write 
complaining that our listings 
don't work, just use TYPO HI 



excellent trivia and quiz programs 
in the Page 6 Library and we have 
recently come across some excel- 
lent true education programs that 
will be added to the Library in due 
course. These are all on disk, if 
you want programs on cassette, 
I'm afraid you have next to no 
chance. 



PRINTING PICTURES 

I have an 800XL and a Taxan 
Kaga KP810 dot matrix printer. 
I also have the AtariArtist 
Touch Tablet and cartridge. I 
have saved many pictures to 
disk but I have been unable to 
print them out. Is it possible to 
print out using r.ht 1 AtariArtisI 
only or must 1 acquire a sepa- 
rate utility to do so? J f so can 
you recommend a utility or 
program? 

I.W. Stockings 
Maldon, Essex 

No you can't print out from Atar- 
iArtist nor as far as we know from 
any currently available paint 
package. A separate utility is re- 
quired and the one you use de- 
pends on your printer. The laxan 



properly and you should have no 
problems. As for the listings being 
hard to see, yes they sometimes 
are but that is the only way we 
can get so many listings in each 
issue. For a solution to the prob- 
lem read on. 

TAKE UP 
EMBROIDERY! 

With reference to readers' com- 
plaints about the printing of 
listings being too small and un- 
readable, 1 would like to offer 
the following solution. GO 
along to an embroidery shop 
and purchase a magnet board 
which will be complete with 
magnets and also a magnify- 
ing bar with magnets attached' 
to it. Place the board behind 
the page to be read and then 
slide the magnifying bar down 
the listing line by line as it is 



is supposed to be Epson compati- 
ble but a lot of printers cease to 
be 'compatible' when it comes to 
printing out graphics. There are 
no commercial programs avail- 
able but you might like to try Disk 
58 - Graphic Construction Set 
from the Page 6 library which 
has a program to dump Micro- 
painter pictures to Epson. NEC 
and other printers. It should work 
on the Taxan but we don't have 
the facilities to test it. The utility 
does not work directly with Atar- 
iArtist pictures, you have to save 
them in different format first, 
Steve Williamson's Machine Code 
Library this issue tells you how. 
The disk is available from us for 
£2.95 and if you don't have a 
catalogue give us a ring for there 
are loads of other utility disks 
available. We get asked this type 
of question quite often and 
obviously can't try out all the dif- 
ferent printers so how about read- 
ers dropping us a line with details 
of what programs they have found 
to work on their particular prin- 
ters? We could maybe compile an 
article for general guidance. If you 
have a printer, tell us what does 
and what doesn't work on it, 
either commercial programs or 
public domain. 



typed in. It will be found that 
small print will be seen much 
easier and also the place will be 
kept as work progresses. If the 
print is big enough to be seen 
then the magnets supplied with 
the board can be used instead 
of the magnifying bar it de- 
Sired, I use this method all the 
time as it speeds up the whole 
process of typing listings. 
I hope this small tip will be of 
use to the older readers who 
have difficulty in seeing small 
print and get as much pleasure 
from typing in your listings as I 
do. 

Ronald Scarterfield, 
Chichester 

Thanks for the tip, seems quite a 
good idea. No letters please com- 
plaining about the lack of support 
from embroidery shops in your 
area! m 



THOSE LISTINGS'. 
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UTILITY 



LIST IF 

A NEW COMMAND ADDED TO BASIC 



I 



became an Atari user almost by accident The computer 
that I really wanted was a BBQ but as they were too 
expensive I bought an Atari instead. Now that I have 
used my Atari, and also a BBC at school, 1 am pleased I 
didn't waste my money. Yes, BBC Basic has lots more 
commands and is faster than Atari Basic (not so much 
better than Turbo Basic though!), but the programming 
environment is awful! The BBC text editor only allows 
you to type in a line at the position of the current prompt. 
On the Aturi r we would be able to type in a line and have 
it entered anywhere on the screen. If we wanted to alter a 
line in a program, we would simply move the cursor to 
the item we wanted to change, change It press RETURN 
and it would have been done. Not so on the Beeb. You 
would have to move the cursor to the relevant line, use 
the COPY key to copy the line up to the part to be altered, 
change this, move the cursor to skip over the old unal- 
tered section and copy the rest of the line. Another 
annoying feature of the BBC is that it is very easy to 
switch off the CAPS LOCK while switching on the SHIFT 
LOCK, and you don't notice you've done it until you try 
typing in numbers. And can you imagine programming 
without the CONTROL+ DELETE and CONTROL INSERT 
keys, without the RESET key f or even the CLEAR key? It 
also doesn't detect syntax errors while you are typing 
them in, only when it reaches them in a program, and 
unlike the Atari it doesnt tidy up messy program lines. 
It was while using a BBC Master at school and cursing its 
inferior programming environment that 1 discovered one 
useful feature which the Atari lacked. This is the LIST IF... 
command. What this does is to list selective lines of a 
program e.g. the command LIST IF PRINT would list all 
the lines of a program containing the word "PRINT" 
somewhere, such as a PRINT statement, a variable name 
or in words like PRINTER. This is very handy in long 
programs as you can imagine, and it was while com- 
plaining to my computing teacher about the BBCs prog- 
ramming environment that 1 was forced to admit that 
this command was useful and that i wished I could have 
such a command for my 800XL To which he replied 
"Why not write one yourself?". You have no doubt already 
guessed that my next thought was on the lines of 'just a 
little bit difficult' but due to the structure of the Atari OS 
and the flexibility of good old Atari Basic 1 was able to 
find a way (and an easy one at that) to do it. 
Atari Basic allows you an enormous range of input/ 
output commands on any device you like. It achieves this 
by a construct known us the 'device string', that letter/ 
colon identifier you use in OPEN, LOAD, SAVE, ENTER 
and other commands (e.g. LOAD ^D:filename,ext" or 
OPEN #1,8,0, "P: H ). One other command to use a device 
string is the LIST command. If you could create a device 
that read a line of a program, looked tot a certain word, 
and printed the line only if that word was found, you 
could LIST a program to it and it would act as a LIST IF... 
command. Well, this is what I have done. The device is 
not a hardware device, but is in fact a small machine 
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code program. Due to the way I/O is handled by the Operating 
System, you can create such a device and arrange for it to have a 
device string of your choice. I chose a question mark (only the 
first character is recognized), so that the LIST IF... command is 
used by typing LIST "?:...". For example, if you wanted to type in 
LIST IF PRINT as before, you would type in LI5T "7: PRINT". This 
has the limitation that quotation marks cannot be searched for 
{except in Turbo Basic where you would type in LIST "?:"V W 
which would be equivalent to LIST IF "u F ). 
If you read the APRIL/MAY issue of PAGE 6 ATARI USER then 
you will no doubt have seen or even entered the FINDER utility 
by Robert De Letter. If so, then you may be wondering why you 
need another such utility. Well, the command version is obvious- 
ly easier to use, and it also has the advantage that you can use it 
on a program in memory, and also use the normal editing 
commands to edit the lines there and then, rather than having 
to load the program in from disk to do so. The really good thing 
about this system is that it is not language dependent, and as 
long as you can find a safe place in memory for the routine to 
go, it should work in other languages. In Turbo Basic it has an 
added use with the DUMP command. You can use DUMP "?:$ H to 
list all strings, DUMP "?:( n to list all arrays, DUMP ■?:#" to list all 
labels^ DUMP "?:=" for numerical variables and DUMP ?:PROC" 
for procedure names. You can check groups of lines in the 
normal way e.g. LIST 7:PRlNT r , 100,400 and you can still use 
CONTROL* 1 to halt the listing. You can even use the device in 
your own programs if you find it useful, but you must bear in 
mind that numbers at the beginning of a string PRINTed to the 
device will not be checked- This is because when used with LIST if 
you want to find every occurrence of the number 10 then line 10 
should not be included as an occurrence, so the device skips over 
the line number. Of course, you can always follow Robert's 
suggestion and convert FINDER to a kind of 'search and replace' 
program, then the two utilities could complement each other. 
The assembly source code of the "?:" handler has lots of remark 
statements in it so you should be able to follow it fairly easily if 
you know a bit of machine code and if I give you a little bit more 
explanation. Device names are stored in a table in RAM called 
HATABS for Handler Address TABIeS. Each entry in HATABS 
requires three bytes. The first byte contains the device name, 
which, in our case, is "?\ so the ASCII code for Tte stored in the 
first byte. The second two bytes point to an address in memory of 
another table especially for that device, called a VECTOR TABLE. 
This table gives all the addresses to go to when you perform 
OPEN, CLOSE, GET, PUT, STATUS, SPECIAL (i.e. XIO commands) 
and iNITitialisation commands. These entries are cleared on 
RESET, hence the need for RESET protection. 
Most of these commands are not needed in our application, and 
they should return from some of the routines with an error 



LIST IF 



EI 1 REM HH H MHWHmHMMH I H 



FF Z REN * 
TO 3 REM * 



RR 4 

HE 5 
ED 6 



REM * 
REM K 
RLH * 



LI5TIF * 

LISTING 1 - ATARI BASIC * 

by * 

S.J. 5HEPHAR& » 



UF 7 REM * NEW ATARI USER - Decenbere? * 
EP 9 REM MMMKM M MM I I H SWWWIiWWmCHim i CMMim i tMM W 

AE 9 REK Creates an ALITOR UN file which se 

ts up the LIST "?:» comand 
6f lO OPEti tt± ,dj9/'l>; AUTO RUN . SV5" 
FJ 26 READ £> : IF D>-» THEN PUT 81, D: GOTO 2 

8 

LJ JB CLOSE tt± 

ju 49? REM Header for binary file 
FA 508 DATA 255, 255, R, 38, 199 J 30 
UM 999 REM Machine rode data 

UJ 1008 DATA 168, 0, 185, 26, 3, Z40, ft, 200, 206 

P 20e H 192,38,208,244,56, 163 , 63 , 15 J , 26 , S 
EN 1818 DATA 4.69, 45, 153 x 27 , 3, 1 69 , 38, 153, 2 

8.3,169,8,133, Z P 169, 30, 133, 3,165, 9 
IE 1820 DATA 9,2,133,9,96,68,38,94,38,76, 

38 ,68, 30, 94 ,38,76,30, 76, 60 , 36 
CU 1838 DATA 96,24,165,36,185,2,133,288,1 

65 . 3 7, 165, 8, 133, 209, 168 , 1 * 96 , 16 0 t 146 , 9 

6 

OQ 1048 DATA 8 , 1 ?* , 86 , 38 . 157 , 1 92 , 36 , 281 , 1 

55,248, 7,232,14 2,88, 38,160,1, 96,162,8 
<DO 1O50 OAT A 142,68,30,189,192,30,201,48, 

48, 6, 261 , 58, 16, 4 , 232, 76, 103, 30 , 168, 0 
JA 1868 DATA 189,192,36,281,155,248,224,2 

S9, 200, 246, 4,232, 76, 118, 38, 288, 177, 200 

» 261 , 22 

VP 1076 DATA 248,19,201,10,246,15,232,169 
, 192, 38, 281 j 155 , 240, 1 97 , 209 , 200 , 240 , 23 
3, 76, 116 

HZ 1868 DATA 30,169,9,141,00,3,169,192,14 

1,68^3,169,38,141, 69,3,169,1,141,73 
ME 1690 DATA 3,162.6,142,72,3,32,86,220,1 

60 , 1 , 9 6 , 8 , O , 8 , 0 , 8 , O , 8 , fl 
TK 1894 REM Adjust MEMLO and run program 
TO 1895 DATA 255,255,231,2,232,2,0,32 
LR 1188 DATA 2 55,255,226,2,227,2,8,30 
EJ 1116 DATA -1 



LISTING 1 ATARI BASIC 



EI 1 REM W H HlfKKMI 



LISIIF * 

H 



FE 2 REM * 

SR 3 REM * LISTING 2 - TURBO BASIC 

RR 4 REM * bv 

HE 5 REM # S.J. SHEPHARD 

E0 0 REH * — * 

UF 7 REM * NEH ATARI USER - Dece**>er09 * 

EP O REM K HH MMMMMMH H HmMKKHMWUKMMM H U MH W K H 

LA 9 REH Creates file for AUT0RUN*BA5 
ME 10 OPEM Bl,e,8,*'D:LISTIF,0BJ" 
FJ 28 READ 0:IF D>"1 THEN PUT ttl , D : GOTO 2 
8 

LJ 38 CLOSE «1 

QQ 499 REM Binary file header 
FA 588 DATA 255,2^5,8,38,199,30 
UM 999 REH Machine rode data 

UJ 1080 DATA 168,8,185,26, 3, £48,3, Z88, 288 

,200, 192, 38, 208, 244, 90, 169,63,153,26,3 
EK 1018 DATA 169 , 45 , 153 , 27 , 3 , 109 , 30 f 153 , 2 

8,3, 169,0, 133, 2,16 9,36,133, 3,105,9 
IE 1826 DATA 9,2,133,9,96,60,30,94,30,76, 

30 , 80, 30 , 94 , 38 , 76 , 30 , 76, 00 , 30 
CU 1830 DATA 96,24,165,38,186,2,133,208,1 

65, 37, 165, 8,133 , 289, 168,1, 96, 160,146, 9 

6 

QR 1840 DATA 8,174,80,30,157,192,30,201,1 

55 , 240, 7 t 232, 142,88,38, 160, 1, 90, 162,0 
08 1058 RATA 142 , 88 , 30 , 189, 192, 38 , 261 , 4 ft , 

48,8,281,58, 16,4, 232, 76,103,30,160,8 
JA 1860 RATA 169,192,30,281,155,248,224,2 

89, 206, 240, 4, 232, 76, 118, 30, 260, 177, 200 

, 201, 22 

VP 1078 DATA 240,19,281,18,248,16,232,109 
,192, 38,201,155,240,197,209,266,240,23 
3, 70, 116 

HZ I860 DATA 38,169,9,141,60,3,169,192,14 
1, 68, 3, 169 , 36, 141, 69, 3, 169, 1, 141,73 

HE 1690 DATA 3,162,0,142,72,3,32,86,228,1 
60, 1, 90, 8, 0,8, 8,8, 0,8,8 

US 1899 REM Autorun proqram 

LR 1100 DATA 255,255,226,2,227,2,8,36 

EJ 1118 DATA -1 



LISTING 2 - TURBO BASIC 



message. You do this by loading the Y register with a 1 for no error 
at all, or the error number if there is to be one (in our case 
error- 146 during PUT and SPECIAL commands), The only com- 
mands that have been used are the OPEN command and the PUT 
command. The OPEN command simply finds the address in mem- 
ory of the string you are searching for e,g, in LIST "?:PRINT n it finds 
the address of PRINT in memory. It can do this because on OPEN 
commands the address of the whole device string is stored in two 
locutions, and the search string is simply two bytes along from 
this. It then has to store this location in two zero page addresses 
and return. The PUT routine contains the crux of the program. The 
program line is listed to this routine one byte at a time, which is 
transferred via the Accumulator. Each byte is then stored in the 
line buffer until the end of the line (signified by a RETURN 
character) has been reached. When this happens, the program 
checks the search string against the program line. If the end of the 
search string (signified by two different characters depending on 
how the device is used, so both must be checked for) is reached 
then it has been found and the line is printed. If the end of the line 
is found first then the line is not printed. And that's all there is to 



ASSEMBLY SOURCE 

LISTING OVERLEAF 

it! The starting address can be changed to suit your language, and 
if you have a disk system with Atari Basic or a Turbo Basic system 
then you can just type in the Basic listings given. 
If you want to read more about the Atari's central input/output 
system or how to write device handlers, you can find information 
in MAPPING THE ATARI (HATABS is at 794) or in ATARI USER 
(vol.2 9-12, especially vol, 3 no. 2, and also vol.3 3-5), RESET protec- 
tion is explained in ATARI USER vol.1 no.4. You can also try 
looking up all the locations used in the assembly listing in a copy 
of MAPPING THE ATARI. All the ATARI USERs mentioned are 
unfortunately now out of print, but you may be able to get them 
through CONTACT if you don't already have them. MAPPING THE 
ATARI may he available from the PAGE 6 ACCESSORY SHOP, as is 
lurbo Basic, so buy it now and shut those insufferable Beeb 
owners up with pointed remarks about programming environ- 
ments or the lack ofl ■ 
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LIST IF ASSEMBLY SOURCE CODE 



w=7680; start address 
{change as necessary 



A l LIST IF Source code 
2 J NCU ATARI U5EB 
5 ; December/ January 1909 
4 . 
18 
28 

£0 SET j set up dieui ce handler 
4B i_l>Y pa; and RE3£t protect it 
5B HEKT 
60 
7B 
SB 

lie 

128 
13* 



L.DA $310.Y;LodD ftCC, With MAT AG S 
BE a FOUND ;branCh when space found 
XttYjfkip 3 bytes in 
ihy;HATABS and go 
£MY;on to next entrv 
dPV tt3fl;last entry? 
HME MEKT j no-check again 
RTS ? yes-no space free 
i4a found; free space in HATABS 
i SB LUi tt'?j Jewic* nai*e 
i&e s TA SSlApVjstore in HATft&S 
17B LPA »oect*Z55( address of vector 
188 STA S3ie,Vitable for device 
198 LPA «UECT/2^ej handler is stored 
288 ST A S51C , Y j in HATAB5 
218 LD A ttSET&ZSS 

220 STA 2;RESET vector set to set-up 
230 LB A KSET/2S6 J routine at beginning 
248 5T A 3 
258 LPA 9 

2te OR A B2jset for cassette boot 
2?B ST A 9 

280 R ts j RESET protect and return 
29e jhandier vector table 
388 vect 

318 .HORP OPEN-1 

328 . WO H D REt-lJ Skip CLOSE 

338 .HQRO ERW-lifio GET 

340 . WORD PUT-1 

35ft . HORP ReT-l;ship 5TATU5 

388 .WORD ERR-l;no SPECIAL 

578 JHP INIT 

J98 INXT 

390 RTSjjuSt return 

488 OPEHiopen file routine 

418 CLC 

428 la a 56: find address of device 
430 A AC HZistring and add 2 to it 
44S STA 208jto get to beginning of 
458 L&A 37 i String to be found 
468 ADC OB 

478 ST A 285? Store in 200,28? 
400 LAY till OK 
4?0 RTS 

580 ERR i error routine 
518 LDY «146jfnctn not i»pl. 
G20 RTS 
&30 TMDEH 

540 -BYTE B^record of index 
<S5B put J PUT one btfte routine 
SOB LDK IMOEK 



570 
588 
590 
588 
518 



error 



ST A BUFF ', Hi store line in buffer 
CMP DISS ;at end of line? 
PEu CtCST S ues-checli line 
INK ; no-add one to index 
STK iHOEHjand carry on 
62B RE I J return 
630 LDY ttljOK 
648 RTS? 

558 CH5T; check line for string 
668 LAM tie? get to start of lane 
670 STM INDEX i reset index 
698 SKIP 

LPA BUFFjK 

CMP tt48;check start of line 
BMI NHCljif there iS a line 
CMP nS8 ; nunber , then skip 
BPL mlttl; the line nunber 
I MX 

J MP SKIP 
760 HHC1 

770 LDY ItBistart of check string 
LDA BUFF.X 

cmp t*!S5;if end of line and no 
BEO RET; string found . return 
CMP C2BBl,Yjelse cowpare with 
BED NCHK; string and check again 
INMjif the first Char * is found 
j MP mkci ; nen t place in line 
858 NCNKicheck next string char. 
668 IMY 

LDA (2083, Y 

CMP 1*22 ; end of check string? 
BEQ PRINT; yes-print line 
cmp «ia;end of check string? 
BEO PRIMT; yes-print line 
INK 

IDA BUFF j H 

CMP ttissjend of line? 
BED RET j yes -return 
CMP C2BS1 , Y j compare next char. 
BEQ MCHK; of String 
4HP KXCi; no-start string again 
998 PRINT j print line 
1800 LDA as; print node 

st A B34 ; set text editor to 
LDA ffOUFF*Z55; pr int data in 
sta 830; the line buffer , 

LDA «BUFF^256i unt i 1 a 
STA B37; RETURN is reached 
LDA Hi;or 256 characters 
5TA 041; have been printed 
LDH ee; cover estimate! 
STN 848 ; H » b . no is editor 
J5R SE456; c arru out print 
LDY «l;OK 
RTSireturn 
113B ©UFF;line buffer starts here 
1148 BRK;256 bytes are needed 
1158 j whole routine & buffer fits 
1160 ;into two pages £512 butesl 



698 
708 
7IO 
720 
738 
748 
758 



788 
798 
tiOO 
GIB 
028 
038 
04O 



878 
880 
890 
900 
918 
92ft 
938 
948 
958 
968 
978 
988 



IB 10 
1B20 
1838 
1.840 
1058 

ioee 

107B 

i ts a a 

189ft 
1108 
1118 
112 8 
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MAPPING THE ATARI 



NOW BACK IN STOCK! 



Price £17.95 



The essential reference for all XL/XE programmers - you wont get tar without it! Imported I from 
America especially for NEW ATARI USER readers - get your copy while currant stocks last 

Order from PAGE 6, P-O- BOX 54, STAFFORD, ST16 1TB 
or by telephone on 0785 213928. Aceoss/Visa accepted 

W* *ugg+*t you chMk lor availability b*for« ordering thia is m V*ry popular booh 
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ATARI WORLD IN MANCHESTER 

- FOR THE BEST SELECTION OF SOFTWARE - 

- FOR YOUR ATARI ST, 8 BIT AND 2600(VCS) - 
- HERE ARE JUST A SMALL SELECTION - 

■ 



ST SECTION 

PRICE 

GRIDIRON £24.95 

KAYDEN GARTH ... £19.95 

DABIUS „„.„...„. £1995 

LANCASTER .„„ £19.95 

PRO TENNIS TOURNAMENT .. £24.95 

BLOOD WYCH , ...... £24,95 

CONTINENTAL CIRCUS £19.95 

ROLLER COASTER RUMBLER £19.95 

STRIDER , £19.95 

XENON 2 , £24,95 

WICKED E19.95 

FERRARI , t „„ £24.95 

INDY- GRAPHIC ADVENTURE £24.95 

THUNDERBIRDS £24.95 

APB .„„ £19,95 

RICK DANGEROUS , £24.95 

FALCON MISSION . £17.95 

SNOOPY ... . £19.95 

SPIDERTRONIC .. £9.95 

TRAMA „„....„.„ .„„...... £9.95 

PRECIOUS METAL ,. £24.95 

STUNT CAR RACER £?4.95 

STEEL .. £19,95 

WORD DREAMS £24.95 

WATERLOO £24,95 

DUNGEON MASTER £24.95 

FALCON MISSION £17.95 

BARBARIAN £9.95 

NIGEL MANSEL GRAND PRIX . £9.95 



8 BIT SOFTWARE CASS 

PRICE 

ASTRO DROID £3 99 

ACE OF ACES ..„...„ .„ £2 99 

ATTACK OF THE MUTANT CAMELS ,. £1,99 

ACTION BIKER CLUMSY COLIN £1.99 

BOMB FUSION in £1,99 

BOUBLE TROUBLE £1.99 

BOULDER DASH II £2,99 

CHUKIE EGGS , ,. £3.99 

CASTLE TOP £1.99 

COPS AND ROBBERS £1.99 

ORACONUS , £7.95 

DEATH RACE T+ , £2.99 

DIZZY DICE , £1^99 

ENCOUNTER £2.99 

FOOTBALL MANAGER , £2.99 

GUNFIGHTER .......... ,. £139 

GAUNTLET , , £2.99 

HARD BALL „ £2.99 

HENRYS HOUSE ._„, £i r99 

INVASION EI.99 

JOCKY WILSONS DARTS £2 + S9 

KENNY DALGLISH SOCCER MANAGER £9.95 

LITTLE DEVIL £2.99 

MONTEZUMAS REVENGE . t++++J £9.95 

MAD JAX , ., £3.99 

SYSTEM 8 POOLS PRIDICTOR .Z ZZM 

STAR WARS £9.99 

TECHNICOLOUR DREAM £3 99 

UNIVERSAL HERO £1.99 



PLEASE INCLUDE 50 PENCE TOWARDS POSTAGE AND PACKING 
FREE SOFTWARE CATALOGUE ON REQUEST WITH EVERY ORDER 
ATARI XE SOFTWARE CATALOGUE OR ST SOFTWARE CATALOGUE 
ATARI XE SYSTEM ONLY £59.95 ST EXPLORER PACK ONLY £299 






CORPQRAT\ ON STRJt^T 

i 



ATARI WORLD 

I TEHN£L STREET M/C<f , 




ARNQALE 




ATARI WORLD, 11 FENNEL ST, MANCHESTER M4 3DU 

TELEPHONE: 061-834 4941 

OPEN SIX DAYS A WEEK MON-FR1 10.00 AM TILL 6.00 PM SAT 10.00 AM TILL 5.30 PM 



CONFESSIONS 

OF AN ADVENTURE 
ADDICT 





Allan J. Palmer describes a 
modern day mis-spent youth 
and confesses that his 
obsession actually forced 
him to upgrade from 1 6K! 



What makes Adventure games ho popular? Why 
are games like ZORK and The Pawn such big 
sellers in the computer software field? There is 
no denying the impact that Adventure has 
hod on the home microcomputer. PAGE 6 has 
featured articles/reviews on more than 50 different Adventures in 
its first 33 issues. These 'confessions of an Adventure addict' 
reflect my thoughts on how Adventures have grown since the 
coming of the microcomputer. 

1 have always had a suspicion that the real catalyst that made 
the home microcomputer revolution take off in the early 1980 s 
was the lure of Adventure. All those programmers, who were 
playing the original Colossal Cave Adventure (by Crowther 
and Woods) and Dungeon (by MKT's Zark creators) on their 
university or company mainframe just had to have more of the 
same stimulating puzzles that the Troll and the Cyclops pre- 
sented- Certainly, I freely admit that Adventure was one of the 
reasons why 1 first contemplated purchasing a home microcom- 
puter, especially after reading descriptions of available micro- 
Adventure games in issues of the American magazine, Creative 
Computing. 

Well, when I did purchase my first microcomputer (an Atari 800 
- yes, I have owned and enjoyed an Atari for some time), it was 
not long before the first Adventure was added to my software 
library. This was after the memory upgrade, of course - for you 
newcomers out there, the Atari 800 was originally only supplied 
with 16 K RAM, and you could purchase additional 16K RAM 
modules to bring it up to 4 SK! The Scott Adams r Adventures 
required 24 K on the Atari, so the purchase of extra RAM was 
necessary. At that time, Scott Adams was the star of the compu- 
ter Adventure scene, having created a line of Adventure games 
that were available on a wide range of micros. 
The first Adventure that 1 played was Pirate Adventure, and 
from then on I was hooked. In hindsight, the basic verb/noun 
input, together with brief location descriptions seems rather 
rough and ready when compared to the complex parsers with 
multiple word input of later Adventures, but in those days,, the 
very fact that something like Adventureland was available 
was most satisfying to all enthusiastic puzzle solvers. Gradually I 
made in y way through the Adams' Adventures, although [ still 
have Savage Island Part H to complete. Mind you, by this 
time 1 had fully expanded the memory of my Atari 800 and 
added a 8 10 disk drive to the system which opened an even 
greater range of Adventures to me. 

On this side of the Atlantic, a British software house began to 
make its mark on the Adventure scene. Level 0 Computing 
released Colossal Adventure, a well implemented version of 
the original Cmwther-Woods Adventure that duplicated the 
mainframe game and even added a 70- room endgame feature, 
A review of this game appeared in issue 10 of PAGE 6, the first 
Adventure Special (modesty prevents me from identifying the 
reviewer!). Where Level 9 scored over the Adams' games was 
their capability of compressing text in such a way that location 
descriptions ran over several lines (in some cases a full screen). 
This greatly enhanced descriptive element added more atmos- 
phere to the game, which in turn enhanced the enjoyment and 
playability. At that time, it was not known how extensive Level 
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9'$ Adventure range would become in the future. 
The name of Infocom was already legend as. the software house 
responsible for ZORK, the next step up in Adventures, Available 
only on disk, thus not constrained by memory limitations like 
the cassette based Adams' games, Infocom Adventures enjoyed a 
greater depth. Whereas you could map Adventureland or 
Ghost: Town on one or, at mast, two A4 sheets of paper, with 
Infocom games it was generally a good idea to have two or three 
sheets of AS paper available. 

When I went to purchase my first Infocom, the shop did not 
have ZORK I in sloc k (a sign of its popularity), so my first 
exposure to Infocom was trying to solve the locked room murder 
mystery in Deadline. I have to admit that this game still 
remains one of my favourites, even now. Perhaps being a fan of 
detective fiction makes me biased, but the detail, ability to 
interact with other characters, and the possible outcomes have 
always endeared this game to rne. If you have not played 
Deadline. I urge you to give it a try r I believe that recent versions 
correct the bug that 1 encountered on my earlier version - under 
certain circumstances, it is possible for a second body to be 
found, then if particular actions are taken, 
a living counterpart of the body appears 
and shortly thereafter (not surprisingly) 
the game locks up and crashes. 

The scale of Infocom adventures, their 
originality and subtle humour ensured 
that more of their products were added to 
my growing collection of Adventure soft- 
ware. I ployed the ZORK trilogy and found 
that ZORK II appeared the most difficult, 
although review tended to suggest the 
final part as being the hardest to crack. 
Outer space beckoned aboard the Star- 
cross, and the bizarre science -fiction/ 
humour combination of Douglas Adams 
led to the infamous HitchHikers' Guide 
to the Gaiaxy. I must admit that 1 al- 
ways felt that HitchHikers'.,, was a bit too 
linear for my liking, you seemed to have 
to complete set puzzle one. before moving 
on to set puzzle two, before moving on etc. 1 much prefer 
Adventures where you can attack puzzles from more then one 
direction, or where you are not totally hampered from moving 
because there is only one direction to go in. ZORK was most 
enjoyable because of the number of different areas available for 
exploration. 

One other Infocom Adventure that I must mention is Wish- 
bringer. This introductory level game written by Brian Moriarty 
(who contributed to ANALOG magazine) is a gem. I wholehear- 
tedly recommend this to novice Adventurers and to hardened 
veterans alike. It has helpful hints for the newcomer, together 
with a well structured plot that is so excellently implemented. 
Experienced players may find the game easy, but I guarantee 
that they will still find the story compelling with a marvellous 
sense of wonder about it that should bring q smile and enjoy- 
ment to even the most cynical Well done Mr Moriartyl 

This would seem like □ good time to mention the subject of Text 
vs. Graphics'. Adventures exploited the textual capabilities of the 
original micros. With increased graphics capabilities, software 
producers tried to make the apparent dull looking Adventure 
games competitive with the flushy, multi-coloured shoot- 'em-ups. 
Scott Adams' tried it with SA.G.A. (Scott Adams Graphics 
Adventure system) - the original twelve Adams' games had 
pictures added for each location, but this did little to really 
enhance the product. As you may guess from my tone, I support 
Lhe text-only school and share a view popularised by Infocom 
that pictures are unnecessary when they can be created by the 
world's greatest microcomputer, i.e the human brain. 

I will admit though, that there is one instance where I felt that 
graphics did work to a limited extent. The abortive Questprobe 




series from Scott Adams which utilised characters from the pages 
of MARVEL Comics seemed a very apposite use of graphics, as 
the originating medium of the characters and storyline was in 
itself a pictorial system. Limitations in memory restrict the quali- 
ty of graphics and this resulted in pictures representative of those 
appearing in the comic book medium. Note that this is not 
intended to be derogatory regarding comic book artwork. I have 
a long standing interest in comic strips and comic books and do 
feel that in addition to some dross, there is some superb artwork 
appearing therein. As yet, I do not believe that there is adequate 
capacity to generate enough pictures of sufficient quality for all 
locations and situations to actually enhance an Adventure, Cur- 
rent attempts fall short of the mark. 

This, almost naturally, brings us on to one of the more recent 
stars of the Adventure arena, namely The Fawn I must admit 
that the presenlulion. with scrolling screen is quite neat and that 
the pictures are not bad, but there are so few pictures compared 
to locations, and some convey little if any detail beyond the text. 
It does not seem right that after taking an object that is visible in 
a picture of a location that it still remains there - to enhance the 
play, the object should be removed from 
the location! 

So, where does this bring us in this ramble 
through the world of Adventure games? 
Well, there are plenty of games that I have 
not mentioned. Bock in PAGE 6 issue 10 
again, Garry Francis and Les Ellmgham 
produced a list of all known Atari Adven- 
ture software - that list ran over two pages 
of the magazine. I wonder how many 
pages it would take now, and how many 
of those software items are still available? 
Among the ommissions are Sierra Qn- 
Une's offerings, and the Mysterious 
Adventures from the coding sheet of 
Brian Howarth that were another British 
competitor for the crown of Scott Adams. 
Somehow, [ am sure that Adventures will 
remain one of the most (if not the most) 
popular types of software for all types of 
microcomputers the world over. 

Certainly, Adventure has created its own subculture amongst 
microcomputer enthusiasts. Columns devoted to the subiect have 
been a regular feature of many a microcomputer magozine. 
Keith Campbell's column in Computer & Video Games appears 
to have be the one with the most longevity. Garry Francis 
contributed a column to PAGE 6 from issue 9 until recently and 
there was once a magazine devoted solely to the subject (hands 
up those who remember MicroAdventurer?). HelpLines to assist 
those stuck in puzzles in different games crop up regularly - some 
are basically correspondence clubs, others may oppear as part of 
Bulletin Boards. I certainly found it enjoyable when I volunteered 
my name for assistance in the Adventure column of Atari User 
correspondence was received from all parts of the U.K. together 
with several overseas addresses, and (surprisingly?) not just from 
Atari owners - Adventure, it seems ignores machine specific 
boundaries. And perhaps that is why Adventure is. so popular. , 

Rut we never found out whether Allan outgrtw this obsession or 
whether he will still be fighting ores and trying to find secret doors as 
he hands over his pension book down at the loco} Post Office ... # 



Do YOU have a computer obsession that you don't mind 
airing In public? How about Confessions of a Games Junkie 
or Confessions of a Hardware Nut or Confessions of a flight 
Simulator Fanatic? If you can write it up well and mention 
the good and bad points of lots of different Atari software or 
gadgets chances are we'll print it. 
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XL/XE TYPE-IN 

Bill Halsall was inspired by a letter in our Mailbag 
, column asking if there were any games for up to 
twenty players and has come up with the answer. 
You can't all play at once thought 

SNAKES ALIVE! 



F 



angs ain 't what they used to be! The snakes move like 
lightning, the ladders quickly disappear, and somebody 
left some mines lying around which blast you Into orbit! 
With a choice of 3 rooms fir 50 stockades a good memory 
also helps! Up to 20 can play in an attempt to get to the 
SOth and final stockade in the fewest turns possible, this 
figure being displayed at the end of the game- 



PLAYER DETAILS AND GAME PLAY 

The game uses a joystick for all data input and move- 
ment of playing pieces. To input the number of players 
and their names move the joystick forwards or backwards 
to obtain the required number/letter then press the 
button. 

Contestants take turns to play. In your turn press the 
button to determine the number of possible moves then 
move the playing piece to the door of the enclosure you 
wish to enter. Once inside, move the playing piece to the 
exit to take you to the next stockade* Climbing a ladder 
will move you up several stockades whilst hitting a snake 
will drop you down some. Your turn continues until you 
exhaust your moves, fall to reach a ladder or hit a snake. 
Apart from some random enclosures the contents of each 
remain the same for the duration of a game. The same 
minefield layout is also used throughout and consists of 4 
strips of mines stretching between the outposts with a 
small gap in each. In a key room touch a key to pick it up 
then make contact with the portcullis to use it The 
correct key varies according to the room. 
At the end of the game press the button to play again. 
Answer the 'same players' question by using the joystick 
to move the pointer to 'Yes' or 'No' then press the button. 
Each game is different. 
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TYPING IT IN 



Cassette and disk users should type m Listing 1 , SAVE or 
CSAVE a copy* then RUN the program. The program will 
check each tine of data and inform you of any errors 
Correct any errors and RUN the program again until alt 
errors ere eliminated. When mis *s done answer the 
casaelte/disk questions accordingly to create e booUape 
or binary disk file. 

Cassette users should load the boot tape created by 
firstly removing all cartridges and then turning on the 
computer while holding dawn the START key (XL and XE 
owners should hold down OPTION as well). Press RE- 
TURN and the tape will load and run automatic a Hy. 
Disk users should type in Listing 2 and save it on the 
same dish as the binary file created by Ustlng 1 . RUN me 
Listing 2 program with the disk In the drive and the game 
will load and run automatically. 



1 6 New Atari User - 1jmi# 4 1 



EI 1 HEM "M KM W W » » M MH f W M KMHMMMWHM HHMMI I W MM K i t 



YZ 2 REM * SHAKES A LIUE \ * 

RQ 3 REM W bv it 

UL 4 rem ^ Bill naisaii * 

EC 5 HEM * — * 

EIE 6 REM * HEM ATARI USER - DeceMh 41*89 * 

EO 7 REM MkrtMKKlCKWWM ^ WK i C M M WM M MmC M i l M.K I C M M K 

H N 8 HEM 



ah 40 rem [^h\majxmmmmmm m ■ =»: w q *p 

DH 43 REM 

SB 44 DIB DATSC1Q03 , HEKCZZ9 : RESTORE 46 : FO 
ft H-9 TO 22: READ N : HfXCX) =* ; NEXT X : PAS 
S"8: TQTAL=8:TRAP 02!? "CHECKING DATA" 

PA 45 I RESTORE 1B0 

EL 46 DATA 8, 1,2,1, 4,5,6,7,8,1,8,8^,8,6, 

0, 8 ■„ 10,11 , 12, 13 , 14, IS 
BM 4« LIHE=LINE+1 i ? LIME ! READ DATS i IF I EN 

CDAT$3<>90 THEN 76 
HL SO DA TL IH = PEEK Cl83* + PEEK (184 3*256 : IF D 

ATLIH O LINE 1 Ht N ? "HISSING" ; CHR$ CZ53J 

! END 

HA 52 FOR H = l TO 69 STEP '£ 1 Dl-ASC (DATS CM, 

X3 J - 48 2 D2-ASC CDATS <K+1, N+13 3 ~48 : BYTE=H 

EKf Dl J *16 tpiEK CD 23 
GR 54 IF PASS THEN PUT HI, BYTE i MEXT H r REfl 

D C HKSUH ; GOTO 48 
80 66 T0TAL = TOT AL + BYTE 1 IF TOTAL>999 THEN 

TOTALS TOTAL -1600 
TS 58 NEXT H ! READ CHKSUH: IF TOTAL <> CHKSUM 

THEN 76 
UQ 68 GOTO 48 

TO 62 IF PEEK<195J<>6 THEN ? "ERROR "J PEE 

KC1953 ;CHR$t253J ; END 
OY 64 IF PASS THEN RESTORE 98 : FOR X=l TO 

29 2 READ A! PUT ttl * A : RENT HE CLOSE Hi: END 
SN 66 ? "CDJISK OR CTJ APE" 3 G05UB 88 : IF K = 

ASC t"D"l THEN 78 
RD GO ? "READY CASSETTE A NO PRESS RETURN 1 ' 

: OPEN ai, 8, ize, "c : 11 : GOTO 74 

H& ?0 * "READY DI5K AMR PRESS RETURN" : GO 5 

MB 99 : IF K<> 155 THEN 70 
HU 72 OPEN Ml ,6,8, "A ! SHAKES , DO J" 
HM 74 POS5=l : LIHE=99 i RESTORE 100 : TRAP 62: 

GOTO 48 

PT 70 ? "000 DATA"; CMR$ C2S33 ! END 

GQ 68 CLOSE ttl i OPEH Ml , 4 , 8 , "K t " ! GET H1J; 

CLOSE ttll RETURN 
GY 90 OATA 47,46,8,41,46,54, 204 , 1 16 ,10,64 

, 20, 102,156, 228,170,58 . 196, 12 4, t. , 92, 2Z 

f 106 , 148 , Z8, 68, 1, A, 8 , 0 
MV 1A0 OATA 8B1C88Z827Z8A9888D2FB2A93CBD* 

203A0eB8DE78Z858Effl93ea6E68205erA928858 

AA920«&0R16684C412D088e jr S14 
UK 181 OATA 00000088808880088800680080000 

A153F2E2420262B311BZE38163D49OE800O000 

8 9860688000000000800888 , Z39 
OO 182 DATA 00EF F OFF F F OFF F F EO B F F OFF F FF F D F 

FFF00EFF7F7F7F7F7F7CFFFFFFBFFDFFFFFBBD 

DDDDDBOFFFFFf 0000 D D 0000 ,713 
KH 183 DATA D ADD0000005AFF8D A5815 A2465C3 9 

93C3C99C3665A5 05 A5 A 5 AS A 5 AS A 8 705F D E5 A 7 8 

eao8eaoiaxc3C3C3CiOL03Cj 4Z6 

UH 184 DATA 3C7E7EFFFFFFBB A000B8 1C3E55555 

57F55 75 7555 7F55 555S7F5500000O0B73OE616 

B6573B8616C697665flB000O i 147 
MC IBS DATA aOO88OZ2390022292C2C0B2aZ12C3 

3212C2COO88eO262F32002E2S3788Z13421.322 

?B8353325320B8a703a46CE, 799 
HO 186 DATA 2fl823fl42OO32O202O26ZOOC&8O3AB 

5868666866686668606850006000600418 AZ14 

OA 9 4 ZOO 8 AR48 D 1 8 D 8 A 9 3 FBO# 1 9 1 
RJ 107 OATA 008ZOB4O4BAD5C210016D0AD5DZ1B 

DOAD4 00 1 7 DO AD 5EZ1SD18D 8 A 9 5 F 00000208 4 OE 

0E4EG408A4OA2O7BD74ZiaR # 4 
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HZ lOB DATA OAD40010O0CA10F450A A6B40 1U 1 2 I 

486e68AOCBAASC0FOOOC6CO106 9f FOD0302A5C 

9EB88C6C 9106 OOFSDOlOZAS^ 18 7 
OV 189 DATA C AFO87C0C A4 A4A0D01D2 A92FBB0Q0 

ZA921SD81024C02E4A9ee802F02000002A^638 

D8FO2A93800O7D400F4O2AZ, 953 
GM 118 DATA O0B00OE090883OOD88E 19D0839E8D 

8FlBD2B2B9D£lt}33EB18F7A9828DlDD0A9OASD3 

082A921003102A26SD0892Z, 575 
Yt? 111 DATA 9DC002CA10F7A93A6O2F82AO7CA22 

1A98 7Z85CE4A9CO0OOEO4OO3656ZA84 3ACC 781 

A 8 OA 8 8 OA 9C9 99003AC OCO C 8 , 5 5 G 
AS 112 RATA 14DOF72OS42299O03AC0C0F0DOF5A 

2056D4»ZZA8BO4E2299003OO92O3A9?503OB?0 

199143A993C3ACA10E5608F , 361 
GE 113 DATA 9095969B9COA8 A4A4AOA8 AAB0AO22 

903106 900 5 8 A 98 BOB 1 A 2 1 A 9 3 A 8 D 1 02 1 A 9E 0 005 

C2109E4BD5D21A9E68D5E21, 214 
UA 114 DATA 60281326A9558D5C21A9B8S5BDSB5 

B2180GE210004DZA899B834995434C8BBF7A21 

3205422 9D8834 9D 4 B35C A18 , 658 
TJ 115 DATA F4A200A98085CB6D1AZ1A93485CC8 

DlB21ft0C0S00e3705CC9B1137A8eOZ854Z291C 

BAB1301C0A5CB18O914O5CB, 736 
UV 116 DATA 90O2E6CCEBEO11DOOB686D88 3785C 

B8D1137B5CCA5B591CD500D00370SCBBD113 78 

5CCB1CB8005&0E0B3A5D329, 42 
RE 117 DATA 1FB5B3D81B A90205D2203D2320402 

3A9BZ85B52BDAZ2E005E0200A22C0B2D0E0A»1 

0X0E5B3B8a&298FAA4C£C23, 92 
YS 118 DATA A6D?A0Oe9D2O2e?91O3OE0€8CBlOP 

OF46aAf>eAD22SiF30E90E9aF6A8CB68AD8ADZZ 

9 0 F 3 0 E 90 3 9 OF 6 8 9 0 1 A A 6 O A D , 4 7 6 
OA 119 DATA 044ZD0FBZOG423AD84OZF8FB6eA9A 

e8DB3D2ODB2B2A90A05C00eE0a3E003ASB329O 

6AA4O0eBD3428??ie3QE8C8, 251 
OH 120 DATA CB 1 6D8F 4E81 SD86 3 A28 1BDB8 3785 C 

BBD113785GCBDA13705CDBD123705CEAB81B1C 

D91CBC0C813DBF7E8E80FD8 , 435 
GH A21 OATA DC A 8 8 IB 92C35F018C 9B 2 D 8 OB A 903 9 

92C354C0623C9B3BB88A984992C354CD6Z3A90 

0992C35COC0130009AOOA02, 344 
AS 12Z DATA 2001 D00020302309ZC35D8FO A98Z9 

9ZC3508A90085BGA201Ae0120DA22COC01300F 

8EBE81OB8F16.020F023A200, 432 
EU 123 DATA ZB452 4 A214284524 A207 A0059D403 

7A9B89D5837A98B9B5837CAlflEEA207AOOB909 

O30379D38379D4O3788CA1O, 570 
AN 124 DATA F2A9818B68 3 78D6837SD 7837BBA9C 

0907E349D85349BF6349DFD346aE6B9A5B0290 

3D8E8A98085B5 AE4F37 AC37 , 305 
CG 12S DATA 37ZBDA22AE5737AC3F37200A22AE5 

F37AC473 7 28DA22A22EBD3B379D3137CA 30 0 00 

A2987C907D8FBCA4C7D24A9, 912 
MM 1Z6 RATA 00 0 50 2 OA A 9 0 005 B 500 3 03 7 A 8 BB 483 

7AAZ8DAZZE6BZA6B2EO1OOBEOAJO0G5BZA6BZB 

D683785B4BD3R37ABBD4037, 017 
ZH 127 DATA AAAB8 AB229O7C5B4F0F705BOC98OE 

eiBC9BlFB13C902F017C903r00705B440034CC 

924E84CEF24C84CET24CA4C , 599 
RO 120 RATA EF24 B820E922 A5B53BE^0EBOBB86fl 

/H4B8A9OC858528DA22A6B2ASB7904037A5BQ9 

03037A5BO49O39D6O37A5B2, 389 
OS 12? DATA igO90aa5BZC918DBBF6OE6B0A5B02 

90lFOF7ASB3C9OFFOZ7A9O385B2A4B : 2301CB9 7 

137ABA6B3Fa07A9aE85B528, 1B5 
UM 130 OATA 0A22EOA?0C05052OBA22COB24C352 

5E&B3602eFe23A9aOB5B3AZe3Z83B23?000713 

7CA18F64C2 325 2 85 729A0BC, 9 95 
IP 131 DATA 020120042205B5ZBDA2ZEOEOOOOOF 

3CBC 00 E OOEC 0006 020 3 2 054 2ZB5B 52000 22E0E 

01000F320FF25000AD22907 . 443 



continued *" 
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¥« 132 DATA 38E982 9BFG AABDD 725*4 I484B6 10* 
31 96^38^8108858001^025 AAA08BB93BZ*j9De 

B3DE0cacflieDBF4A93BB5B3j sen 

AB 133 DATA flDBrtD2Z9BlA8GflB4B968303a686B9 
89B7eAe7fiA888ACA5B3Fa&lA6B9A5B61BB5C60 
84CF4?5F,SiB8C68.3CA!>a+ OAS , 4H1 
GY 134 DATA BeeDait>06aA2flBBA9BB83DE81>8FA6 
0A7nHHfl9D8O3FESBaFft6eAZ8fl8A9frB83C9D6fl3 
D9frflB3E9D8B3FEBD6Fi68A9 , 841 
KP 135 DATA eeAA9DB63CEaD8FA6BAD76B26SBAA 
5BAZ9BlDee3ZB5ft26A5BAZ902DBB3286G26A5B 
fl?^a4b8#32B77?bflSBftZ?BH , 368 
HL 138 DATA DBB S 2B7E266B A4B1CB5 AF6F9688#6 
14C87Z6A4BlC8CaF«EDCBfl4B14C07£6A4eOCBZ 
D F B E 1 88 8 4 B 8 4G 872 6 A 4 B BC 8,984 
PB 137 DATA C2F8BSC884B8 A2B8A4BlflDAB2a9 90 
03£CBE8EBl&DBF4A5BBftl>a&PB682ft7722A2BlA 
8822B542265B52BDAZ2E8EB, 794 
88 138 DATA B6DBF3Z6422aA93BBD62DeA2S8A9 4 
29DB83EEaA97E9DB03EEBEBD408FBa68F ADD8 2 
&85CBA9816D6F8268B5C6C8 , 538 
LJ 13? DATA D610ADDaz685C6e6BFA6©FA9BB9D8 
8 J E E 8 SB D B 8485 C 7 E 68 D G 0 2 BSD 2 6 A 9 C5 8 5 B 54C 8 
527ZB9D26A98685B5A91985, 216 
Nil 148 DATA B22e2E27283SZ7Zfl[>A22C6B2D6F3A 
SB885BSA281ABll2&&AZ2Cfl2er>A22ESEB05»aF 
Z8D1ED668ADBAD2290FIB69 t 384 
IH 141 DATA B3AB08AD8AD2290FFBF9AA00A8a3A 
DBAB2Z98F3BE9B49OFBia69ei997537e810£DA 
28BAD0AD229flF36E9B4BB82 j 996 
HP 14 Z BAT A A 98 B 90 883 1E6E 8 C 4 DBE C A 984 9D 8 8 3 
1E8EBC8D0F6A2BBAD0AD2298738E9829BF6F8F 
4 9DC8 3IE8EB32D8ECA23186,, 438 
Hfi 14 3 DATA BB1BA&0AD229B769036SBBC9323BB 
ZA93X9D943 7AD8AB2B9FB3BE9B31S65BB0BB2A 
9 08 9 D C ft 3 7 C ft 166 8 A 93Z8© C 5 , 365 
FO 144 DATA 37A2aBBA9D8*37BDE32B18&98BA8A 
98899883206998832 EBE814J>0Eaa5Cf68209O 2 
ft A 3 4 6 658 5 A 2 8 1 A 8 8 6 2 8 D A Z 2 j 344 
HE 145 DATA E8C0C6CB12D6F6EaeB18DBEFA9B8B 
5B2AB86 A98B85BS A6B2BD 7537A A2BDA22E6Z8D 
A22E026BA22E820DA2ZA9C9,733 
TE 1 46 DATA G505A28120DA22 A2BF20DA22G&G8C 
8E6BZCBl2D0DB6BZ69D26A9aFa5B5A01flAZ822 
0DA2ZEeE8£8E011D8F5GBA9, 698 
HH 147 DATA 5E85BlA9C8eBBBaDlED84es726ADB 
4DB298GFB15ASBA496F858A283526B0iEI>0A*6 
40D06DZA9BA85C906ADe4D6, 985 
OY 140 DATA 2981D8e7AD8CD029B2F81CA6BBBDC 
63785B8E66PAZAB8E8SB2BEB40220182BE0D8F 
78E0S8286C766A00CDB29'64 , 513 
GN 149 DATA FB2EA60BBD9437050BE6BDA9 A86DS 
1D2 A 6 0 16 AE 958 0 D B8D2 A 0 B609B 1 3 C 9988 3 C C 6 P 
6F 7 28 1 6 2 DC A E 85 1 D B E 7 ft9BB ,685 
BY 158 DATA 8 B 8 1 D 2 ftB &5B8C93BDS 84 E 6 B D E 668 6 
B2Bl3262B5D2ZA9B10D6FB2ft988B5BBA9C005B 

12BS7268D1ED6A5C7D82E20, 978 
SK 151 DATA 5623A2B8A9 A08D01D2 A9430DBBB2Z 

0162 D BD 8 ID 22816 ZDC A D BE A AD 8 AD22 9B7FBF9C 

987FBFB BSC 7 1 8 6 9 D 8 8 D D 7 32,42? 
MM 192 DATA 265BZ8283B262ei62DA084DB2987F 

8 FB A 2 03 2 9 8 3 F66 B 2 SB IF 88 1C AC A 0 6BC6BA 6 C IB 

D8BT785BB4CB828A5BBA6G1, 336 
MK 153 DATA 9D88374CBB2B287722 A9ZB8D A634B 

DB4 3 4 2 6 4 Z 2 8 A98 4 B B6F0 2 0 ABPB 5 D 260 A 5 BB8AB 

A1865BC AA000831D8BCftDBA j 614 
HM 194 DATA D22tBF38E9043BF6F0F485BE6AAAO 

0 9 A Z 9 0 5CB E 8 B 0 9 A 2 905CC 6 C C B68 0 0 0BC8 2 9CE 2 

9DCZ9ED29FF29BD2AIE2A27, 919 
HM 155 DATA 2 A3B2AJF 2 AB2292B5729Z85 A2AA5B 

DB*B5D2FaF666285729287123205A2AAS0DFBF 

66B2057292BFB222B5A2AA5 j 26a 
TY 156 DATA BD F B F 66 8 2 8572 9 2 06624 2 864 242 85 

A2AA5BDrBF0662857Z9ft90F8BB32B23252B5A2 

AA5BDFBF5B0286E2528E326,85B 



81 157 DATA Z65A2 AA5BDF BF666289D26Z8F4Z6A 

82D2BE226BBD0FA4C52 2A2B^Dyb28FE264C5ZZ 

fl2B9D262ODB2728692A207B , 365 
HQ 15B DATA 2 A A 5 BDF BF 6 6 82 B 9D 262 B2 C 2 8 2 BFE 2 

A 2 8 9F 2 A 2 0 D 9 2 A Z 8 6 5 2 A AS 8 D F BF 368289026286 

9 2 A A 5 B DF B1F 966 286 D Z 8 Z 858 , 3 68 
□V 159 DATA ZBZ83BZ62BCE284C1G2D28B9262B5 

e2B2630262B98264Cl62DADB4De2982FfllFE6S 

DA9iF8D88D2A93CB5CAC6Bl, 419 
UU 168 DATA Z06726A5B1G9F8P0F5ZBZ6Z6A5CAB 

8FCa5C76eA5C2Da3BAB84DBZ981F82 92064Z3A 

28BA5B138E969'98l0E9±89a, 188 
HM 161 DATA BB E 9 1 896 B 6 E 9 1 8 988 1 E BE 8 E fl E fl C 8 8 

6C2CABDD42AAAA9ee9D3B3468883C78B4F8ABB 

CDB2988F81B20 63 2 fl A 6 B BBS j 8 5 7 
JF 162 DATA C 8 3 1C 5 C 2DBB 3 2 88 9 26 A 948 B 5 B B8D 8 
BDfl8DlED6A90085CZ6BA26F0DBE2B9DC4 3FOAl 
8F7A9eB06C2A94BBD83D068, 383 
BY 163 DATA 268 1ZB201326A213BD5D2B 9DC832C 
A10F7ACFC2D2B9#2BA5C58DDA32A5C6aDDB3ZA 
CFG2D2B8C2B202E2GA9D88D ,550 
MZ 164 DATA 8606 A D 7 8BZC 9 BE F BBC C 9 BDE0 1 2 AD 8 
4eZFal74C342BCai4F8D0EEFC2D4C2420C881F 
8D1CEFC2D4C242B2856236B, 643 
GR 165 Dfllfl 2E352D22Z5320a2F26BB382C21392 
532Z31DlBlBA213A9B89DCO3ZCAieFA68A905B 
D1C824C1B2DA91B85C48565, 32 
jp 166 DATA 85C6 C B68F8 1 7 AZ8 £ C A F 6C4 B 5 C 4 C9 1 
AD888ft7l095C4F888DBEF8B4C9C2B6828852CA 
4BBZ09428A6C1BBE3ZB1869, 757 
PS 167 DATA 68AAA5C59D8832E8A5069DBB32 ABB 
9BD86X289089DBB32GB8BD0F46088BA141E2B3 
23C465B5A646E7a82BC96A6 , 384 
HO 168 DATA AAB4BE AZCBBDFF31297F 9DFF31 CAD 
0F568ZBBl2BA207A90B9Da839A9209DDZ3ZBDC 
12C9DC83ZCA18EDA4C1C8ZB j 338 
QL 169 DATA 942B A5C58DGF32ASC68DD83Z66A28 
7 B D E B 3 B 9 D 60 3CC A1BF7ADC 8024 9 B48DC B B 2 68 A 
98805C12BB52CA88A908ABA i 33>2 
OY 178 DATA BA18693B8D8 8D8 2 8 2 E 2C 2 0 8 C 2B AD 7 
882C9BEF88CC966F81GADB482F82B4C4B2CB9G 
8321B698199C832C93BDBD8, 886 
LM 171 DATA A92099C832D8C969C0323BE98199C 
832C91FDBflCA93A99C83ZD8852B5623CB8FF8« 
3C8DBABA6C1BDE32B AAA006, 4 
Z5 172 DATA BSD 2329 DB132E8C6C886DBF4E6C1A 
6C1CDFC2DFBB34C462C6B3BZC21392532BBB82 
881 2BA21ZBD83 2 D9DC8 32CA, 58 
NJ 173 DATA 18F72813Z6A9B08DB8D8B5C3202E2 
CAB 64 62F8 1 7 AD7BB 2 C 98800 0 34CD A 2 CC98 7D8E 
AA9C08D0BDB65C3D6E14C6F, 471 
€C 174 DATA 2333212D2SB03B2C2139253233BB3 
9 Z 6 3 3 0 02C 2F A 9 BIB DIG 82 AD 1 C 8 ZD 8 F B 054P6 0 A 
98605CBAeaz3l86CC91CBCB, 3B9 
81 175 DATA D0FBE6CCE8EB4BD0F499B8BBGBC82 
BD B F 66826 232 DZ812 2 2 28 AC 2 1 2fl 5 D 2 228 13202 
B422C204127BZBBE6CFO0CJL, 369 
HC 17G DATA BDEB2DBDCBB228F7 ZB A9686SC72B4 
329 2 8 D 9 2 8ZB6f 2 9264 D 2 9A9B8 B D B6D2 A 30BC93 
ZFB 16 A 5C 7F666 C 6C 7F8 8 2 D B , 66 2 
SM 177 DATA DFA6C1EBECFC ZD D 8 G 8 4C 562DA9A8B 
DB3D2 A93C05B2 C6BZ ZB F 72826 BC2B2B BBZB 2 88 
C2BA5B28De2DZDBEBflD8362 J 675 
6A 178 DATA A28SBDE 2 2 D 9DD2 3 2 C A 1 B F 7 A4GF 28 9 
4 20 A 2B2B5C4 9DD93 2CA 1 B F 82666 2 328 G 9 2C A 5 C 
3C9B 8 D 88 3 4CS3 2D 4 C41ZD 37,32 



OP 


28 


HEM ***** SHAKES ALIVE *** 
*** LOAD AMD BUN ROUTINE ***** 


F¥ 


24 


OPEN ni j. 4 , 8 j. "D S 5MAKE5 , OBJ" 


m 


26 


POKE 658,7 J PDKE 852 , 8 S POKE 853 , 32 : P 




OK 


t 856 , Z55 ; POttE 857, Z55 


TB 


28 


K- If SBC ADH C"hhtiuLMQ"I , 161 


60 


38 


CL09E «lsM-U5BCB2321 



Listing 2 
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520ST-FM SUPER PACK 




1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 



*rTHm«HS- s * ,:flrM 



Arkanold II IjnaginB 

Beyond The K* PtUCe . . Bite 

Black Lamp Ftrebird 

Buggy Boy Elite 
Chopper X Mastenronic 
Heart Warrior* El ite 

Marble HwkHW Eleclrcm ic Arts 

Quadra-lien Logolrort 

Rflrtarama Hewson Consultant 
Ftatami To Gcnotbl Firebird 



FltMdwfln . 

Starquake 

Teal Drive 

Thrusl 

Thundercala 

Wlzball 

Xenon 

Zynapt 



Melbourne House 
. Mandarin 
Electron c Arts 

Firebird 

Elite 
Ocean 
Melbourne Hoijs* 
HewBon Consultants 



£1495 
£19-95 
£13 5& 
£19.95 
£9.1*9 

£19.« 
£19.95 
£19.95 
£1995 
£19.» 
£2495 
£9.95 
£19.95 
E19.9S 
K19-3S 

etui 



SPORTS SIMULATIONS 



Tha Super Pack i Irion I hw yfii.i il ^Cu lu-cjtn o*I to n llyng slat 
wlh ihe teal n enteflommanl nyriaarg The n<i.;k ircludw d l-W 
w l'i ' Ms RAM, a bolt-In 1Mb cin Mva, <i*ar N50 vf bp game* arc a 
iOyBlK*. H you buy 1hfl Super Pack at Silica FiNifi. v»ii «*J own ST 
Sih-ihi K'r ivwrth um ODu|, F-'ae Charge Hnlum ihs ix>gp4n lor 4vtni» 



Eddie Fdward* Supe'S* 
Seconds Oul 
Summer Olympiad 




Elite £19,95 
TyrtfcSofi E19.9S 
Tynoaoft £19.95 

PRODUCTIVITY SOFTWARE 
Organii*r Triangle Pub! i&hing £43.95 



JOYSTICK 



Atari Corp £4.39 



INCLUDING VAT 



Atari CXUMowlhtk 
FREE ATARI BUNDLE VALUE: £458,97 



With SMI 24 mono monitor: £498! 



With SC1224 colour monitor: 




NOW WITH TV MODULATOR 

For the- le-rious homfl user and tt» email buainMBs wn aio 
pleavsetf to drinounnf a. now pnc.kagn based around the 
lp+OST-FM. The 1W0ST-FM hau IMbylp RAhil ar*d B 
1Mbyt* Milium diflh drive. In addition, the 1D40.ST-FM 
"Dw comas with a TV .Tin delator buH1-m. (The previously 
<)Vjiilable 104DST-F was daa gned \ac ur.rt wi-h ji monitor 
only n-iKi did not co*ne vnilh h modulator.) This modulator 
■ahuws inc l£MflST-K to plu^Cjed directly into any 
donneaiic TV sat, and cn™^ complete wlih a lead !□ 
allow you 10 do so. Trie now Prnlcssicwmi Peek' irom 
Silica incJudos the new KK05T-FW will modtilalpr plus 
1Ciuf high quality software packages including a spread- 
sheet, dftlabaae, word pmccsanr and prngramrning \Bf\&- 
uagn 1 his Hroteasional Pack" software will rtnaljtff ynu to 
get straight dnwn to business with your OfiW tOTnpulor. tn 
addrNon to tnia soltwana (worth £394 841. ir you buy the 
Xrninssionftl Pao; Ironi Silica Shop, you will nlsn receive 
lha Silica ST Starter K i1 <worth Oyer E2Q0J, Free- Of 
Charge. Ftalum the coupon 1gr further inPormallon 

£499 




INCLUDING VAT 



With SM124 mono monitor: £598 S5 



With SC1224 colour monito r: £796 i 



ATARI 1040ST-FM iComrxit^i £499.99 

VIP PROFESSIONAL {a*j«w*he8t) £149.95 
MICROSOFT WRrTE tWonl Procesesr) £149,95 
SUPERBASE PERSONAL , . rDfflBbaBe! £59,95 
BASIC DISK A MANUAL .. . ^nguagaj £24.9fl 



NORMAL RRP: EJSS4S2 

less Discount- - E385.B2 

PROFESSIONAL PACK PRICE: £499.00 



2Mb ft 4Mb MEGA ST 



T hn IrffGA Sf cQflipulert a<^e atyled as as lighiwcighi knytioanJ with b »paralo CPU, 
Luruecled by a ™»od tfllBphoriB siyls Gabla. Thera aie 1wd yersiuns rA 1hn yf-<ifl ST, 
one with SMbytes Of RAM and trip pth^r wrlh 4Mt)ylBB. Each varaiDO had. a lMbyln 
dciuhiB sided disk Orrnt bLilt- n 10 fie C^l unit, 'hn me-Ga s.t"s do not come wilri 

modulaHTr r.i ill" ir and must 1her»<ixe be lifted with a manilar. Wilh (r^jry ME^A ST 
purchased, wo wih add tivo 'PrDlnwionaJ Peck' aoltwara iworth t264.62\ baialind 



■bon, plus ihe Sil- 
ica ST Starlar Kit 
Iworthj ovar L200| 
Doth Fr« 0* Charga. 
Flnturn ihe coupon 
1er rurtner details. 



2Mb MEGA 31 



+ ™no monitor = C^ftH 
^-colour monilor -£119B 



4Mb MEGA ST 

£1199 

* rnono monitor = £1296 
+ ccrtour monitor = £1496 




DIP PageS tream £149 



i VAT 
=£171.35 



Ds**.Klp Publnhino (D^pj a ana nt tt» huust giniainQ ftpplieaiiurs fcr peroral 
ixxtipvlai^. yV» wt pi«i«] to annajnee * jHMartiil Inn- ccai pK^tQa l(ir Ita Man ST 
Cihaa P^ijeSii*jm P*o«lrram D»ta only £14B i+WT =1.171.351 MMuev H! 
wcwfci (Msn ai- Aiarl 1M0ST affl a Sp*do»i» fe^-lBO*! jinMHf, ynu tr) < f p WrJ 
r.mnirc; wrth a (wnpm lyawi hjr |n» Ihan £1DCO Sonw ol tr* raatun* ffl 
P*9t5trflflni ar* :iai(h!l h; in* 'igh; I Ike lurihar ^iDrmsiiftn or. mis 

pragrim ccn<p«tt* ana wum ir*e «CvtfKKi tflkr-. Itc»irg ttw DTr box w 1hn unw 



■ TEXT FLOW AHOUWCl CBAPrHC* 

■ HOTATIDN DF TEST a GHAPUkCS 

■ SLAMT OR TWIST AMY OBJECT 

■ POSTSCRIPT COMPATIBLE 

* TAG FUIWCTIOH 

* AUrTO;1MaNtML KERtHtfG a H¥PHEM*TJOt* 
' ClHOlJPl*40 OP OejECTfi. 



ST COMPUTERS 

The range of Aiarl ST cornpuler? nifets something tor evfti'vorm Frym ihe ganes erMhusiasi 
(rtio wanli ihe pt^lkjnos of B« very beat in arcs*** nation, to the businessman wi-o w;ini 5 10 
make financial loreoaals or fa.tlili.'ss presemations. Tr* fiT offers hicjh quality graphics, 
sound and sf*wJ for ihe gamer, wnila? prO\f*din g n fast, user friendly and aliordable wlution 
to businflss. The ST is now (irmly «slablisrwd m trie home environment and boasts a weaMh 
of uaara in aducMinn. local gorammenL telfrvisiein, and a variely ai dirterenl bUiinMm 
Software for me ran^a airetehus lo cover applications ai diverge is ENTERTAINMENT 
ACCOUNTS, ART, COMMUMCAl IONS. COMPUTER AIDED DESIGN DATABASES 
DESKTOP PUBLISHING, EDUCATION. MUSIC, PROGRAMMING, SPREADSHEETS. WORD 
PROCESSING and more For a full list o1 the sorlwa/e availabh.t. m well as details or Ihe ST 
raiioft, compile and naturn 1he coupon Wow, H'itfctictfKniirminwpmotBtniu ctOE 



520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 




The value for money offered by the Atari ST range; is reflected in the Explorer Pack 
iealuhng the 52DST-FM computer with 512K RAM. The ii20&T-l-M ^urnputer now 
comes, wilh a built-in 1 Mb double sided di-sk dnve as well fis a free mouse controller 
and a built-in TV modulator. The new 520ST-FM Fxulyer Pack ncludes rh* ^?D?jT 
F'M compulBr. the arcade game Ranarama, a tulorial program and soma usefut 
desktop accessories. In addition, if ynu buy tbe Explorer Pack Trom Silica, we wili 
give you the Si Ilea ST Starter Kit worth over C?0TJ, FREE OF CHARGE Reljrn \Uo 
coupon lor daiails, of our Slarter Kit and d the Tull ST ranga 

£260 




+VAT= 

£299 



+ SM124 moro monitor: £393 



- SC1224 colour monitor: £598 



WHY SILICA SHOP? 



Ww* you dtcMa «twn in buy your r*w Alan ST 
ccHfutof, wa siigrjwf you CCntfe* yBfy carefuly WHERE 
you buy il. There are MAffY companiM who can rftei 
fYjj n co^ulflr a lew petipher ah ard Ihe 1cp Iht, adlina 
Ullns ThofB ar« FErtTid CCiH[HPei. »fo lbt u'lrr a wic? 
iSn^ d pudjdi 1nr your computer anc eoiperl advice 
and help when you recti h. Thar^ i; QULV ONE 
company "HO tan r>0v«de 9te targeal rangn rrf Aw 5"T 
related piDdjrls in Ihfl UK. 3 lull 1inoe Alan ST soecinlnl 
teehhieal helpline' and irwlnplt' itlgr is\f<i auppwt, tte- 
ludng If* newaleiWB and bicchLrns defvarK) lo yoof 
dour fnr is kjnrj at you recrji e aHai ytu purchai* ynnr 
COffTJulfii Thai ure crrrpviry ir. JjilfJ ShiiJ V«* hafe 
owr «lat3l«JiMl ir ihe |-ur«i:cr-culnr \tnr. Ipr ti=r r ears 
wrih an nnnynl Ivnu^er In euietS al £fl millon and ran 
no* claim Id meet 0W rusfoiVBT, necu '«nienis with on 
BCOUraCy and underiSandng Mfich 4 SKQTd 10 nana. 
EM flnnl |uM lake our WOld lor * Complain and r«1um 
Ihe Daupcn hrtrw for suf lalatt IrtCBlute and begin to 
e^ae'ie'iLe <Tk SiI ca Sl-Qfi ipm/jlrr Aljri serve* 



SILICA STARTER KtT: Wcnh Q0O. FREE 
mil 1 eve<y Aiar' ST compulir bought f-u- a 
PROfTSSJONAL PACK: Fud bufin^ 4^lwart< 
»ilh KHOST-fM otd HtO* 5Ti Muc^il Horn S<ita 

PeeVATEO SERVICING: J lull-nniff Awi Irancd 
trail aiih yuara ul experwee a~> A-*i unHcinfl 

37ff fVLL STOCK RANGE: A ol yo U i Alan 
r*ji.jfHm(inio Irom cr* place 
AFTER SALES SUPPORT: TI-h <m'I hi >ca art 
dedicated 1n help y«j g« Iho hw Jrom you' ST. 
FREE CATALOGUES: Maitai ni,« r n.-. .vjur ho-w 
ad Hon as we prnl Bhsm, toatufln^ ohkya 6\ weh 

* 1 <:■' lha new releases 
FREE OVERNIGHT DELIVERY; Cm ah naidwane 
ffftrt ahipped wrihm If* UK ma^^nd 
PRICE MATCH PROmSE- We »HI malch ennp. 
ehtois ana sama prodnol piiue bas s. 
FREE TECHNICAL MEiflLrVW: i-jI limn van :i 
Atari lochnlcal axp^nis always at your service. 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 



DO YOU OWN AN ATARI ST? 



ir you already om an Ainn 5 Y OOTipuler and would like lu be- mgunnreKl gn our mailing IIB1 art an 
ST user, lei ua know. We wi I t* plnnaad to send you copies or Our pnea lists, ard nawslettert 
FftE£ Of Chahqe aB Ihey beoame a.™'lBble. CDmpiflir the 03Upo*i ana reiu "i il to uur Sidrup 
brHnrh and beg: n cnpnr»arcirg * tpeOialiEl ST wiwoe thai is SRcann 1n ^505 



To- Silica Shop Ltd., Dept PSIX 1388, 1-4 The Mews, Hatherley Road, Srdcup, Kent DA14 4DX 

PLEASE SEND FREE LITERATURE ON THE ATARI ST 



MnTJIrs/Ms. 



Initials: 



Surnarae: 




SILICA SHOP: 



I 



SIDCUP Tvlail Order) 01-309 1111 

1-4 The Mews, Hath&rtey Road. Sidcup, Kent, OA14 4QX 
OPEN; MON-SAT 9am - 5 3Qpm ,LATE NtOHT FFflDA Y Sum - 7pm 



LONDON Ql-fSRn 4000 

52TottBnham Court Road, London, W1POBA 
QP-FM .UQ.V-SAT 9.30am - S.OOpm LATE NI&HT: NONE 



LONDON 01-629 1234 CJJtt 

Saffridpes fist floor), Oxford Stf&#t, London, W*A fAB 
OPEN: MON-SAT &am - 6 OOpm LATE NIGHT: THURSDAY flam ■ &pm 



Postcode: 



Do you Blresoy own a computer 
If so, which one do ynu own? 



D TP dJ 




TIPSTER 



Welcome to another episode of Atari game help. 
Adventurers will be pleased to Seam that me oV mate 
Garry Francis has returned so alt you lamplighters would 
do well to heed his words elsewhere - his pet 'roo has 
swiped all my adventure material as it is! 



ANSWERS GALORE! 

One of the problems highlighted in the last issue 
was put forward by Andrew Firby regarding his 
copy of ACE OF ACES. According to 
Richard Humphries of Wallasey, the solution is 
quite simple. While on the STATUS screen, DO 
NOT press the joystick fire-button as this resets the game! In- 
stead, press the 'START' button and you will be returned to the 
Practice/ Mission screen and no more loading will be necessary I 
Richard goes on to help Simon Gildea progress beyond the 
crossroads in LOS ANGELES S,W.A*T* At the Crossroads, 
walk slightly to the LEFT. When the first grenade is thrown, walk 
to the RIGHT and WAIT for another, then immediately walk to 
the LEFT and fire forwards. Cony on doing this until the hostage 
is brought out, then walk to the RIGHT-hond side of the road. 
Position your character so that his left shoulder is EXACTLY level 
with the LEFT-hand edge of the paving stone (third from the left). 
Carry on firing forwards to kill the 'baddie'. 

Andrew C. Thompson pleaded for a map of CHIMER A .... 
and in drops our own Paul Rixon (read the 8-bit reviews, folks!!) 
with not only a detailed map, but also the solution! Thanks Paul 
for that. Check out this issue's map. 

Tfc 1 though unhappily crumbling to pieces trying to solve 
Zm CRUMBLE 'S CRISIS, Dean Chadwlck sets his own 
^ ^problems to one side and comes to the aid of Kir. Thomp- 
son again in dealing with his other problem with the last 
scenario of QUASIMODO After placing the second jewel in 
it's case, you must go through Levels 1 and 2 again before you 
can get to Level 3. This is accessible from where you found the 
second jewel. On the 3rd Level, you are scaling the Castle wall, 
fighting off Guards and Guardians that occasionally pop their 
heads out of windows - firing arrows or dropping oil. At the top 



AH the hints artd tips this issue came tram many different 
people so ww put all the names into one of the tipster's socks 
and drew out - Vean C**4t»idL The FERRARI'S on its way to 
you, Deunl 

This time we hove on otter a super DATABANK WATCH with 
telephone memory, schedule organiser, calculator, 24 world 
time zones and much more (it even tells you the timet), This 
will go to the best collection of hints, tip$ f maps or cheats to 
come our way tor the next Issue so get thinking and writing 
The copy date is pretty close tor the next one so get your 
skates onl 



of the Castle wall lies the third and final jewel. (It is NOT 
necessary to kill ALL the Guards!). Incidentally, Paul Rbton 
further informs me that there aren't really any tricks to make 
GRUMBLE'S CRISIS any easier for you, Dean - youVe just 
got to be good, and he should know!! 

A few tips from Paul Brown of Maidenhead, Berks. In TANK 
COMMANDER (a real oldie} just use your tank to move 
around the screen and collect the agent. Leave all the destroying 
to your airstrike. This way there is little chance of losing. In 
THRUST on the levels with invisible caves, activate your 
tractor beam and you can see them! Vou can skip rounds in 
WINTER WALLY by pressing SELECT on the title screen. 
The level you begin at is shown at the top of the screen. Last one 
is THE EXTIRPATOR where you can press SPACE to 
toggle between long and short range fire. Also if you allow the 
music to play once then press RESET, the go me will begin and 
you have music: all the way through E 

A fairly recent release is TWILIGHT WORLD which 
Christoper Purveur of AylesfoTd, Kent has been playing. Are you 
stuck trying to go through false exits? Well, every screen with 
false exits has the REAL exit at the bottom so, on Screen D go as 
far as possible to the RIGHT, then right DOWN to the bottom 
On Screen J go to the TOP line and then RIGHT until you collect 
a KEY. Now go DOWN to the bottom then LEFT and open the 5th 
door. Hey Presto!! 

Christopher Bevqn of Bristol, offers sound advice for those 
struggling with B,C's QUEST FOR TIRES (if anyone else 
ever bought it!). When you come to the turtles and the fat broad 
- American slang for large round lady'!! - wail until she has 
swung her club TWICE. When she brings the club down for the 
SECOND time r jump almost immediately and you will have an 
easy crossing over the turtles. Once you have cleared the cliff 
(you have to be travelling at 80 m.p.h to clear it), the volcanic 
eruption starts. Move to the far RIGHT of the screen and keep 
pushing to the RIGHT. Keep your Angers crossed (what, and push 
right at the same time, Chris?) that a boulder doesn't hit you 
and, when you come to the turtles at the cave entrance, you will 
be able to jump whenever you like without drowning or being 
killed by the Dinosaur .... the rest is easy!) 



QUICKIES!! „, QUICKIES!! ... QUICKIES!! QUJCKIESI! 



ROCKFORD (Maslartrotllc)i Press HESET lor infinite time on levels ! 
From Michael Daw & Matthew Finch, 

OUTRUN {ST version): Type In STARION and you will get loads more 
time (after completing the first run) from Stuart Short, 
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Stephen Wilds of the Anglo Computer Club over there In 
PoJlensa, Mallorca, offers the following tips for devotees of- 
STAR RAIDERS II: 1. The Zylon command ships have a 
weak spot. Fire at the square in their middle! 2. In need of an 
urgent re-charge {in the enemy system, for example)? Warp to 
the star and whilst doing so, press the SPACE bar. When you get 
there the map will appear. Plot a course to the nearest planet. 
Wait until you are fully re-charged and GET OUT! (Yes r Stephen, 
Pippin says you can have Gandalf'.s old badge - he prefers 
adventuring anyway!!) 

HELP WANTED!! 



Solutions, hints or mops for SPELLBOUND, DRUID and 
FEUD are currently much in demtind - as ore CHEATS & 

TRICKS for a whole host of the latest Atari games, so if you 
have progressed well into these games, or found a devious little 
trick to ease gamepltiy, please share your success with a few 
struguJeTs!! 

My sincere thanks to all of the readers who sent In maps and 
game help recently, Your efforts are appreciated and, space 
permitting, we will see a Map Special in the very near future. As 
always send in your hints, tips, maps, cheats and cries for help to 
THE TIPSTER, NEW ATARI USER, 
P.O. BOX 54, STAFFORD, ST16 1DR 
Let's be hearing from you! 



AND THE SOLUTION 



GET SPANNER (E3) - ELIMINATE FORCE FIELDS AT 
C4 S G5 & B1) - GET NUT (C1) - TAKE TO (F5) BLUE 
ROOM - GET BREAD (H6) - ELIMINATE TOASTERS AT 
(G8 & G4) - GET KEY (H4) - ELIMINATE DOORS AT (D1 T 
AS & F8) - ELIMINATE PANDORA S BOXES AT (A7 ? D7 T 
E6 & F7) • GET PADLOCK {G7) - TAKE TO (G6) - GET 
TORCH (A6) - TAKE TO (G3) - THEN (B6) - GET PYRAMID 
(G2) - ELIMINATE HOUR GLASS (C7) - GET OBJECT (C6) 
- TAKE TO (B7) - GO TO {A4). 

Chimera is VERY difficult to complete and you must not make 
any mistakes by taking a longer route than Is absolutely neces- 
sary. Remember to collect bread and water when needed. 



A TIPSTER EXCLUSIVE! 



Every reader sending in NEW 
hints, tips, cheats, maps etc. to 
THE TIPSTER will receive an 
EXCLUSIVE TIPSTER badge! 
There is no other way you can 
get one of these badges so get writing now. Share your dis- 
coveries with all your fellow Atari ans* 
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XL/XE TYPE-IN 



SPIRO 

by Derek Thomson 



SPIRO is one of those fascinating programs that produce 
beautifully symmetrical patterns on screen that you can 
watch for hours, Usind a Graph ics 8 screen SPIRO allows you 
to input your owns parameters to produce patterns of circles, 
diamonds and ellipses in different sizes and combinations lo 
produce some ■excellent drawings. 

When you run the program you will be osked whether you 
wish to centre the drawing on the screen or enter co-ordin- 
ates for the screen position. You are next asked for the height 
and width of the drawing and the shape will then be drawn. 
Drawing can be stopped at any time by pressing the START 
key. 

If you have a printer and a favourite printer dump routine 
you con dump out your creations by adding a printer dump 
routine from line 500 onwards, Provision is mode in the 
program to access this routine by pressing the P key. 

Have fun with SPIRO, a nice little program that can provide 
hours of enjoyment. 



H H.H. MHH 

SPIRO 
bv 

Derpk T Hons on 



EI 1 REM *h«**h 

CE 2 HEM * 

LR 3 REM * 

UE 4 REM » 

EC 5 REM * " — ■ " * 

UE 6 REM * HEH AT&RI USER - SeteNbirft? * 

E0 7 REM MH K Hl l ftHH H MMl ll UlKMMMHHUKKHKHMMHHM 

HN fl REM 

HO ? REM 

QT JOfl PRZ58B: HEM 



STiRT OF PRINTER OUMF 



PRINTER 0 LtHF SUBROUTINE 



TR lie G0SE1B 446 

PC 128 GRAPHICS BsDIM flStlSiPOKE 7IB,8:P0 
KE 70*, 15: POKE 712,81 COLOR liPQKE 755, 
1 T j>EG :X-160: Y=88 S G0=1 : THftP 358 

LC 13* POKE 1G,64SP0KE 57J4t,!i4 

PI 148 OPEN 01,4,0, "K:" 

QD 15 B 7 "H" ! 7 t? " DR6H FROM CENTER <Y 

/ NJ" 
GI 16B CET ttl,K 

R0 179 IF Oft K=1Z1 THEN CE=8lG0T0 26 

ft 

OH IBB IF K=7» OR K~ilO THEM CE=l:GOIO 2B 

i 

0M 17B GOTO 150 

KK 280 IF CE-6 THEM GOTO 288 

mi 23.9 ? 1? " EHTER M <5 TO 3143 

"j ! INPUT Hi IF K<5 OR X>314 THEN GOTO 2 

BO 

Z<# 229 ? "*":? J? " EHTER V tS TO 1543 
! INPUT V!IF Y<5 OH ¥>154 THEN GOTO 2 

IB 

DO 23ft ? ? I? "* EHTER HIOTH W J :INP 

UT RR 

DI Z40 IF K-RR<1 OH H+RR>319 THEN ? "It'*!* 
I? TO 0TG!":F0R »=■ TO ZOftiHEHT 



DlGOTO 230 

YW 258 ? "*": ? : ? EHTER DEPTH **1 : IHP 

UT R 

MF 2GB If V-R<1 OR V+R>159 THEN 1 "*" ! ? ! 

7 "□Y TO BIG I"; FOR D-ft TO IBB 1 HE XT OiG 

OTO 258 
MP 27ft GOTO IBB 

GS 2GB ? "H" ;? ;? "EHTER WIDTH II TO 1503 
";:IHPUT RR ; IF RR<1 OH RR>158 THEM GO 
Til 23 B 

TH 2*8 ? "It** 17 !? "EHTER DEPTH CI TO 783 

INPUT R:IF H<1 OR R> 70 THEN GOTO 2? 

MJ 388 ? "H";? !? ENTER fl NUMBER " J 

: INPUT 0 

MH 318 PLOT H,Y+RlF0R 1 = 8 TO 368 STEP *J ! D 
R ft WTO XtRR^IN C£»AJ * Y+R*COS £Z*fl> ; 0 = 0+ 1 
HG 32B SOUND 8,0/ IB , IS 

ID 338 IF PEEKCS32793 =6 THEN 2=368 ! SOUND 

8 , 0 , 0 , & ; 0-8 ; GOT □ 368 
OZ 348 NEHT Z : SOUND B J B J *,0:Q=B 
EI 358 f "*"\t :? "CLEOR SCREEN CY / H / 

C OR PJ":TR*P 358 
GV 3Gft GET «i,K 

HI 37B IF K = 8<9 OR K-121 THEH ? »6 ; "N" : GOT 
0 288 

XF 388 IF K=70 OR K=118 OR K=32 THEH GOTO 
288 

OF 398 IF K = 67 BR K-?? THEH G05UH- 428 ! GOT 
0 368 

MM 488 IF tC = 88 8R K-112 THEN G05UB PR £ GOT 

0 350 
LU 41B GOTO 288 

XT 428 IF GO=l THEH POKE 718/15IPOKE 783, 

BSPOKE 712 J 15:G0=Z?RETURN 
LI 438 IF G0 = 2 THEN POKE 718 J ,0;P0KE 78$, I 

5 ; POKE 712,8:G0=ltRETURH 
YN 448 GRAPHICS 8 S Dt =PEEK C5003 +PEER C5613 » 

256 i POKE 75 2.. i 
PJ 458 SET COLOR 2 r B , B 

JC 468 POKE DL46 J 7;P0KE DL+7 1 0 ! POKE DL + B , 

6 ! POKE 02/8 
TH 470 POSITION 7,±X ? "SPIRO" I POSIT ION 20 

,11? «6j "by": POSITION 5,2 i? 4l5;"EttSEE 

KO 40B POSITION 22,23? "SPiro Will draw 
different shapes at any part of the 
screen. It will draw stars, 
JE 4^8 t "circus and wanv other shapes 

You can also mix then. When you 
start you will be asked for the"; 
LM 588 ? M X, Y positions this i S for 

the center of the shape, this will 
not he ashed if l*0U choose to 



EM 51 B ? "draw fron 

he screen^ Then 

ght, if you want to stop 
ch a2ft 

ack 



the center of * 
the width and hei 
drawing"; 
m (e . g the shape is going b 

ouer it's self J press START 
, once the shape has been '»j 
ui 538 ? "drawn you will be ashed i 
f you want to clear the screen 
, by pressing ¥ or N or 5P*ce . "J 
G5 548 t "The shapes are drawn white on h 
lack. But if uou press C it Will ch 

ange to black on white* P to 

IN S5ft ? «'print."!**05ITJOH 2B,2H7 "UfilSdti 

■MWIUdMlilfWl^iM'ULt" 
IU 56ft IF PEEK(704>O31 THEH GOTO 55* 
BB 578 POKE BZ * 5 ^ RETURN 

LI 500 ? "H Bi ;? If "Q HO SUBROUTIHE FOR 
PRIHTER" : FDR D=8 TO 70»:MEMf D E RETURH 
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THE GAME "ATARI USERS MAY NEVER SEE" 

IS HERE!! 






ATARI 
XLXE 



. "A new classic... a game 
of the highest possible 

£|U3llf V^NEW ATAPI USER 



"IN TERMS OF 
GRAPHICS, 
PLAYABILITY AND 
ADDICTIVENESS, 
HAWKQUEST 
IS A TRULY 
OUTSTANDING 
PACKAGE" 
- New Atari User 




Available from November 30th 

De luxe 
Double 
Disk 

Package. 



£1995 



CASSETTE USERS! HAWKQUEST is designed for Disk-based 
systems but the authors are preparing an 
tnterl inked Twin Cassette version 
containing ALL THE BATTLE GAMES OF 
THE ORIGINAL. Available Mid-December 



£9-95 



RED RAT SOFTWARE LIMITED, 15 FENNEL STREET, MANCHESTER M43DU, ENGLAND. 



UBSCRIPTION OFFERS ... SUBSCRIPTION OFFERS .. 



BEAT IT! 



From next issue we have to put up the price of NEW ATARI 
USER to £1 .75 but you can beat the increase by subscribing 
NOW! If you subscribe using the form on this page you can 
have SIX issues of your favourite Atari magazine at the old 
subscription price of £9* - and that's equivalent to getting 
ONE FREE ISSUE over the coming year! 

Subscribe now ■ not only do you save money but you help to ensure that 
NEW ATARI USER continues to bring you the best for your Atari 

• UK price, Overseas subscriptions are £13.50 lor Europe or Surface elsewhere or £21.00 tor Air Mail outside Europe. 



MO- 




MAGAZINE & DISK 



XL/XE (and 400/800) owners can take out a 
Disk Subscription and not only save money 
but also get an ATARI USER disk box, 
holding up to 50 disks ABSOLUTELY 
FREE! This disk box retails at £4.95 but is 
yours for nothing when you take out a new 
Disk Subscription. 

A Disk Subscription costs just £24* and 
that represents a saving of OVER £4 
against buying the magazine and disk 
separately! Add the cost of the disk box 
and you are SAVING OVER £9! It makes 
sense. 



DISK IT! 

AND GET A FREE ATARI USER DISK BOX 



LAST CHANCE! 
SUBSCRIPTION PRICES 
MUST GO UP NEXT ISSUE 



Discover the fun of all those great DISK BONUS programs 

* UK Price Overseas subscriptions are £30.00 for Europe or £40.00 outside Europe 

FREE DISK BOX OFFER APPLIES ONLY TO UK 




YES 

Name 
Address 



! want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue 42 as follows 



I I ORDINARY SUBSCRIPTION UK £9.00 Europe £13.50 
1 — 1 Elsewhere Surface £13.50 Elsewhere Air £21.00 



] I enclose Cheque/Postal Order for £ 



] DISK SUBSCRIPTION 



UK £24 00 Europe £30.00 
Elsewhere £40.00 



I understand thjt a UK Disk Subscription entitles me to a FREE DISK BOX which will 
be despatched as soon as my subscription is processed. 



L] I wish to pay by Accesa'Visa/MasterCard/Eurocard 
Card Ho: 

□□□□ □□□□ □□□□ ox: 

Expiry date: QdOD 

Please debit my credit card with the amount shown above 

Signature 



Please feel free to photocopy this form or write your order (dearly please!) if yon do not wish to cut the magazine 



PROGRAMMING 



MACHINE CODE 



LIBRARY 



Part 5 and Stephen Williamson shows you how to add 
video effects to give you programs some sparkle 



IS J — — 

ZB J MACHINE COPE LIBRARY 

3* ; by Hewr Mi i 1 initson 

44 i tOr BEN ATARI r USf/B 

54 IfflRT H.l VIDEO EFFECT"! 

6* ;r»H IN,' OUT 

7B 

nm zbbbb 
*b ,0Pt OBJ 

bibb cio a a Q43 4 
iim COHMARti = HN 
pizs butter = aifi 

EISA BUFFI FN " a 44 
E14B AUH S 442 
SI54 AlfnX = B4I 

■ &M COLane = 7H« 
am cdLom = 7*-? 

BIBB CO LOR I -71* 

OllB COL DH I r 711 

81 He CQLODi - >H 

62 16 J 

62ZB | 

•13 • |1BT bRflFWIC SCREEN 

•24* f- 

• eat ; 

BZBB 
B27* 

KM 
izvi 

BIBB 
BliB 

cm 
ism 

H41 

• 3GB 
BIBB 

MM 

BAB fl J 

65JB J 

64BO jLOrtb pitlUft£ 

B41* i 

N4Z« ; 

lpk me opto iyo cbanntt 

LP* HMAHEl fc25E 
1Tb BUFFER. K 
LBA JttMHCl'tSB 

ilffi DurrcN*i,B 

LBA m 

STA CO HMAH b j H 
LBA m 

LBA KB 

*TB AUXI,K 
JSP CIO 



Lou ttiv 
IDA MJ 

IT ft CDMUMS , M 

lpa m« ClBBr »cr**fi 

AUH,W 

i. no nii Graphic IE 

JTft AUHZ,H 

LDft HHAHEliZBE 

STA BUFFEA.tt 

LBA ttNRHCVXBi 

l ift Btl r TE R ► i , K 

JSR CIB 



• BIB 
B44B 

B+tiB 
S46* 

•444 



BC1B 
65 TO 

• 534 
694B 
OS SB 
*E« 

B36B 
B5*B 
B&Bf) 
4«14 
MM 
B63B 
B64B 

• BE A 
6bb1+ 



LBA 

MB COLDRO 

1TB COL OR 1 

STA C 04.002 

IT A r i ; i n h t 

51 ft COLOR* 

LPH Rib 
tun Hit 



Jrt Jl I col Dun 
bac kjroun-d 



: i.«B4 t> < ' Turr 
; f i I * s t ir t ■ ng 



06)6 

« no 



MA BUrTEN,X it top n-f 

LBA B'5 : s< r«n. 

i¥A BUFFER* I ,H 

LOB tt?5£, 

MR BUFTLEN, H 

LOR HZ 3 s 

SIR BUFFI f If* 1 J H 



B7ZB 
A 7 J H 
4744 
B7BB 
B 76 B 
6776 
H7BA 

• rs« 

HOBS ; 

BB LB i 

BB2B BftJtHTEN 

BB3B 1 

*B46 " 



LBA Ml? 

CgHrMHI> P hl 

cm 

LBJC Bi * C X BCB t/0 

LBA ttll Channel . 

MR COMMNB,K 

JBD CIQ 



BB6B 

•174 
BBBB 
BB1B Li 

BBLB 

*«• 

493.4 LZ 

6*46 

6»Efl 

•»4 

4*74 LI 

BUBO 

6*94 

llik 

1414 
14EB L4 
1B3B L6 
164B 
1BEB 
1444 
14r*J 
144B 
IB* B 
1 IBB 



14* COLORS 

CMP R1B6 

BE 0 TRDE 

INC CDLOBI 

LBA COLOR! 

CMP M144 

on li 

1MB r.oLrjfti 

LBA CQLQ ft t 

CMP HI BE, 

BEO L4 

iHC COLORI 

LBA COL DOB 

CHP til a? 

DC* L4 

IMC CDLBRA 

LBV U2BS 

LDK (11,94 
OEM 

BH« l.b. 
PEV 

BBC L4 

LBA «ZSE 

BHE BRIBHTEH 



BrLwhteat color 
first , 



J 

I 



1J1B FAOC 

ill* ; 

JL1JB ; 
1I4B 
11SB 
114B 
1174 
11BB 
11 Til 
1ZBB 
121* 
1JM LB 
IT 3B 

.124a 

I2C6 
1344 L7 
1Z7B 
12B6 
12BB 
13BB LB 
131 B LI 



L04 COLORS 
CNP ttl7t> 
OUR EKIT 
PEC CDLBH 3 
LBA C DLBB % 
CHP »17E 
PEO LB 
BtC COL OR Z 
LBA COL 041 i 
CHP Hi 7 6, 
■CO L7 
•EC C0LOR1 
LBA COLQRB 
CNP 0174 
OtO LB 
PCC C 01 BR B 
LBV 

LBX SIS* 



first . 



13SB LIB ptH 



173* 
ll<4 

I jib* 
13M 
13BB E K IT 



■HE LIB 

PtY 

4hE L7 
LBA SZS5 
BHE FAB E 

EKI1 



13 SB NAME . tftt "j; ■■ 

1A44 klAHEl ■ B¥T E "BeRXCTURC" 

I.41B .BYTE 4. 4,4. B, 6, B, 6 



Video ef fects are tommoriplQce now 
in television whether on Top of the 
Pops or in current affairs programs. 
Video images are stored in digital form 
then squeezed, shrunk, moved around arid 
altered in a multitude of ways. This issues 
machine code library routines explore the 
world of video effects. 
Compared to BASIC, machine code Is very 
fast, but if you want to manipulate whole 
screens of data at speed then you will find 
that the 6502 processor at the heart of 
your Atari is just not fast enough. The 
Atari ST uses a 68000 processor which does 
work faster, but if you want to rival Top of 
the Pops digital video effects then you 
must first of all rob a bank or sell your 
house to buy a dedicated digital video 
effects generator! Despite the limitations of 
a 64k home computer however, you can 
still add impressive video effects to your 
programs to give them that professional 
touch. These video effects routines are 
especially useful for title pages or as part 
Of a slide show program. 
The source code listings can be used with 
standard Atari assembler programs such 
as the Atari Assembler/Editor or MAC/65. 
They can be used as they are with little or 
no knowledge of machine code. To use the 
data versions that are called from BASIC 
programs requires no knowledge of 
machine code at all. 



USING STANDARD FILES 

The routines use standard 62 sector pic- 
ture files that art programs such as Micro- 
painter or the public domain program 
Paint use. Atari Artist, the software that 
comes with the Atari Touch Tablet does 
not use 62 sector picture files as standard 
but, in an undocumented option, can save 
62 sector pictures by pressing the > key 
und can load 62 sector pictures using the < 
key. The pictures are displayed in graphic 
mode 15. 

continued overleaf 



Listing 1 



New .4 tari Vstr - lsm« 4 1 25 



MU REM ■ '■" " " 

IV ABU HACH1N* COPE LHI"RV 
HP J«> HFH by r?T*Phm HiHu*:<jn 
KK 4W BEH fdf *EH ATAPi USER 
HH 5d H I- tt PART 12 YIPEO FFFECT^ 

ta be «h basic picture ldmh! 

HI- 7? REM """ 

YL 7P C J = 711 ; t*~712 

SV IBP C0L»3 = IOZ - COLl = i*4 itOl 2T71B6 

1H IIS CDl 3"i»a : COL4~176 

CL: 128 SCRtF MBUFr=Z47B* 

Pit jJta graphics 15+1G 

HB 14* RtN SET COLUUftS ¥0 BACKtROUMD COLd 
Hit 

HH 15* FOR 1-* TO 4 
L 5 J.r.l. POKE CB+1.COL4 
CF 17B WtUT T 
TK L&O gosub J*» 

DP COVUD Zae:fl€M DELEtf. LIME IT H-0 T U 

SING m;mFFMRAMI EOABFII 

16 job noiuf) lifliBEhi eti. f te line if hot u 

Unu iCRttH BUFFER 
CJ 21* CD5UB ITiSftEM DELElt IF STARTING] E 

rTtltr mm colouas mhh 

*i, 2ZB KjSUB 5&B;REN ■►UWP TO EpFFCT SUMRO 
UTIHC 

BA 2 30 GDTI? 2IOlRE» JUf** TO OTHER POUT I HE 

\ FRCM HERE 
AH Z4B RE M LOAD PICTURE TO TtJRE EJiB A M 
&0 I5P PPEH «1 1 4i B r '"G ■ PICTURE " 
CM 266 POKE (HlFFER.PEE* (Ml :PBKE tHJFFEH*l 

, PEEK tfll] 
KC 27A UHt CH> . ? 

HU CM P(l*fE BUFFLEW. J55l FO*E BUF F LE"* 1 j 2 » 

S 

ttU 290 fliU^R(ADft£HCtiI iClOSE HKttETURBj 
I {I 390 REH LOAD PICTURE Tit BUFFER 
DM 31B (IP Fit pU>4,*j "B i PICTURE" 

IPF 3ZB MIBYTFrlKT tJCHEtKBUFF^Z^Cl 
IP JIB LOBtTC = ^*REE1iB.Urr-llTftVTE4l7.5» 
HE *4t POKE BU r"HlR - L OB ¥ TE ; P Bf F BUFFER *1j 1 

IBYTC 
JZ 3EO PBIfE C*» r 7 

H g JE.a p 0 K E OUT I- 1 EM, ZESlPOKC BUF F LEW* 1 , .1 5 

s 

AH J7* firl^RtftBRIWCi^i : CLOSE Wl^PFTUftH 
\.C IBB REH >!"T COLOUR* 

MO I»B POKE CB,fOL*!FD*C C 1 . C OL 1 : POK t C3 r 

COLI 

UZ 49B POKE C3 P COL3 LPOKE C 4 . C 0 LJ ! B E TltH H 
EL 41 B BtH 5-ETUP I/B PARAMETER! 
CV J2B DIH PtCS ( IB] 
Lt *» BUrrER:fl5? : BUFFLEM-BS6 
CU 44B AUjHsftEJ [CHB=&50 
LH 4EB TOP. Jtn TQ 71REP.P * 
H T 4E6 MC4 il , II =CKH* CftJ 
ffY 4 7« NEXT LIREYUEU 

yr i b B Dorm 1B4, 1»Z, 1th , 76 r *6 ^ 12* . **■ 

07 49B RE F1 P»» VI&EO EFTECT RflUT I HE i fPO-W 

L I ME 3BB 
•TV SOB GOTO SBB 



If you purchase this month's issue disk 
then a 62 sector picture Tile will be found 
on the disk as well os the program listings 
for this article . Also included is a machine 
code program that demonstrates some of 
the video effects used. 



THE FADE 

One of the techniques used in film mak- 
tftg is where an image gradually brightens 
or gradually fades to darkness. Listing 1 - 
FADEIN/OUT - mimics this type of effect 

LINES 260 TO 370 contain a standard 
routine to set up a graphic screen and is 
similar to the BASIC Graphics command. 
A value of 8 is used at line 290 to clear the 
screen and display no text window A 
value of 24 adds the text window to 
graphic modes that can support them, A 
value of 40 does not clear the screen and 
does not display the text window. 44 adds 
the text window and does not clear the 
screen, 



JC 43B HFH M* HflGWlMF COPE 1lBflAP.r *" 
MM Ti.l VIPEC tFfECTS ** 
Mff FABE IH'OUT ROU T i. MF % ** 

no soo cosue 5JW:Hf« jump tp fadeim mabho 

UT ME 

PJ »1B tOSUB &4W*ftFM JUHf <0 FO&EOUT MlBR 

OUT THE 
ZS Sn HtTURIt 

CC it* RF.H OR1CHIEM COLOURS 
LH SJtfl FOR I-i^ft TO i« 

fj .'4 B IT P»E«IC»J OtPL ■ THEM PO»E CB,I 
UC 5 IB IF REEKCC1> t>COLl THEBI POKE C1,I 
KV !»6B IF PCEK<.CJ*t>EOL2 THEN POVt. CS . I 
*Q 5.7 B IT PKilf (CJ1 OtPLl TMEH POdE «.I 
BM TiSfl IF PEEK*C*J ?>COL4 T«tK POKE C4.I 
MB &9B FOR PtLAV-1 TO B i *E X T MEL*1 
FH BOB HEMT I 

MO (iia FDR DtlflVTl TO S«|M£HT OELPY 

ZC BZB HtlURM 

HU &3B PFM PISOOLUr. 

Kl *^B FOR 1-1*1 TO 176 STEP 1 
UZ GEO IT PFf K tCOJ <7176 T HER POKE Cfl r PEEK 
[CBJ ~1 

IL «B TF PEEK it I J Ol7l trtEW POKE tl^FEK 
IC1 > " 1 

CM B79 IF PECKtC71 t>17* TMtH POKE CZ.PEf* 
(CZI -1 

iJ «BB If= PEE*IC3M>17E T MEM PU*E C3 r PEE|f 
fC 3 1 1 

JV El* IF PEEKCC4J <>17E THE* POKE C4 J PEtkt 

CCJJ-i 

HH 7BB FM DELAt-1 HI 5B i HEKT PfiLAV 
rz 7 1 * MEM I 
EH 7 26 RETUPM 



Left Listing 2 
Centre Listing 3 
Right - Listing S 
Listing 4 opposite 



LINE 310 sets the graphic mode to 15. 
Any other value sets the appropriate 
graphic mode. 

LINES 430 TO 540 open an I/O channel 
to load the picture file. For a fuller descrip- 
tion of how to load and save files see Part 
2 of the Machine Code Library series in 
issue 38 of New Atari User, All the listings 
are designed to wqrk with disk files but 
can be adapted to cassette files. Again see 
Part 2 for ways in which this can be done- 
, LINES 560 TO 610 set all the colour 
registers to the background colour which 
in this example is 1 76 (dark green). This 
means that you cannot see the image 
being loaded. 

After the picture has been loaded, lines 
850 to 1080 increase the colour so thot the 
picture gradually appears. The brightest 
colour value is used in line 860. Most 
commercial picture files contain the colour 
values in the file - so it is possible to 
extract the information directly from the 
file. To make thing simple I have set all 
the colours to a shade of green (values 176 
to 188) - obviously lines 850 to 1080 can 



YV REH H* MlCH I HE CQOE Lf6BaRY « K 

ft* %.S VIBEO ElTtXTS »" 
•ft SQUEEEC X* 

EBB FUR I-P TO 2*1 

m SIB RE AP A - POKE 1 S IB + 1 , * 1 *E K T I 

EB 52 B A±U4RC)*3£l 1 RETUHW 

PC E3B> OAT A t B i. . LEE , B B , 13 3 . J 14 1 LI* , 1 BA . 1 C 
E . fl 9 ,. 1 1 3 . I J !> . 1 3 I i 2 B4 , lft> , *S . 1 13 , Z It , 1 3 
I , 2 B E . 1 Ci 7 

FT S40 BAT A 97. HI3 , Zi7 r i43 . 2»i . 16*>»6 , 1*S 
^ 1 1B jlE^N.B. i(iB.O,lB2,B.j7.. 1(5 , E H IZj 11' 
SB B B-ATA B . IE 3 2 x 22 4 d Ti , 2R» , f. * 5 . IE Z , • , 1* 
B , O , 17* , Zl * . 141 , ZOl ,0,177. }«3 . 141. , L i 7 . 
I 

HE SB B B ATP 3? . 1*5 ,B,J2.l77.*jl73,13Z.i.l 

JE,fl4 J 17I,2tt.Ex 14S , Z« r 13 , 153,*, JZ 
7 0 E7B PATA 1 B * , * , ZOB , Z . 4H . ZOB , Z 11 , ZZB r 

211, Z4B ,11, ?3 2 r 32 , 153 , B . 3 2 * ±R5 , 6 , 7ft , 4 • 
CT 5 BO B ATA ft , 1*"J , B r 1GB ,9, 14^. 2 14 . 145 , ZO J 

r 2*6 r 1*2 , 4ft , J*S p Z47 , 1?B , Z1B r 1*S h Z IB ., ZB 

1 . B 

MT S9fl PAT A 240, lirlEEj-BB, 133,214, 131 t 2B3 
^I#B , B*> 13 3 » Z 1 5 , 1 3 1 j 2B4 , 7B r 32j 177 
. 6 

HH B A TA 1BJ.B. 16B.B, 145, ZWJ.ZPBr 1^2 r 4 

,***,*», B)»M # #6»,2lllft,tM,*ti,17»#* 
MU *lfl PAT A 11J.H5, 135 J 214 1 *C.2 4.1*B > 214 

. 1BE. 4B j 144,2 , Z3». 215, 113 , ZH r *fc r 5*, IE 

E r J« I 

an 62B B ATA Z S3 . 4« . 1 7* , 2 , 1»B r 2 »* . 133. 2B5. 
^£,?4,lfc5,7B3. ltE,JB r 144,Z.iS#.2«4,133 
. 3B3 

TI &3B PftTA lB.B r 4.P r B^B 



be adapted to use any colours you like. 
The speed of the routine is controlled by 
lines 1010 to 1070. The speed can be al- 
tered by modifying the value loaded to the 
X register in line 1020, 
LINES 1100 TO 1390 perform the oppo- 
site procedure by gradually darkening the 
picture. As before, the colour values can be 
altered and the speed changed by mod- 
ifying line 1310. 

LOADING PICTURES 

Ihe BASIC PICTURE LOADER in fisling 2 
is a BASIC program thai loads screen files. 
AH the BASIC versions of the video effects 
are added to Lhis routine irom line 500 
onwards. This routine accesses the Atari's 
input/output part of the Operating System 
and is based on routines used in Part 2 of 
the Machine Code Library series. 
LINES 10O TO 110 can be modified to 
change the colours registers. 




26 



Kew Atari U**tr - Issue 41 







to j 








O/fl 9 
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VIDEO EFFECTi 
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5 TA 
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CPV 


H4* 
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zeeoe 




B0 5B 


JOB 


CID 


1 6 2* 




ONE 


L3 






. OPT OBJ 




Bfl 6 B 






1 B J 0 




CfK 


COUNTER 




B J ft O 


CIO a 


S«4ft4 




Bft7* 


LDM 


HZB ClBSB U U 


JB4B 
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E Hrf 3 




Si 1* 


COHHAMB 


- 034 




B B BB 


LBA 


All ChinniL 


1 6 3 B 




INK 








BUFFER 


- S3* 




Bfl 9 ft 


fiTA 


COMWMD.H 


lfiea 




JSR 


SUBTRACT 




0 1 3 *p 


BUFFLEH 


- tUti 




■<944 


JSR 


tic 


1 i 7ft 




.J-iff 


ADD 1 




H .1 4 H 


AUH ^ 


94 £ 




971B 






iaaa 
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JHP 
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4 194 


HUX1 - 
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1 B-TB 


EM K 3 LDA HO 




B 1 Efl 


coiono 


X 7B« 




0334 


;5£T COLOUR'S- 


1 7BB 




LDV 


Hfl 




4 1 74 


COLOR! 


: 79* 




494* 






ITlfl 


L * 


5T4 


fftilJ j V 




4 144 


COLOR* 
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0*5 ' 
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TRBI - V 




4 i ?4 
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s til 
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B 74Z 
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5 TA 
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1 7 44 
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' 7 ft ft 
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H* 
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ZBB 




IB!* 


LBA 


Mill 


*^TH 




BED 


ON* 




W Z C B 


S4 ^ 


207 




IBIB 


fiTA 


COLORS 


1 BB B 




LBA 


a* 




4 Z 74 


HB = 


2BB 




1B4B 


LBA 


H171 


1*1* 




ITfl 


Rll 




■ Z B B 


HO - 


ZSf 




If Bfl 


1TA 


COLOR* 


■ m jm a 




3TA 


RB 




4 *T 4 


R7 i 


Z1B 




1 • B • 


J3R 


EFFECT 


103* 




LBR 


49 




I J 4 4 


COUNTER* = 1B7 




1 B71 


1T0P JHP 1T0R 


1 *4B 




ST4 


Nil 




411.4 


COUHTEH1 = ZBB 




1 fl B B 


NAME . BTTt ■§!« 


IBfl* 




*TA 


Rl 




BI2B 


I 






1434 


MfihffL i BYTE "Bl PICTURE' 1 


1*** 




J«f 


^TnRT 




4334 


t*— 






1 1 BB 


, BYTE *<*>**•>*,. •,• 


1 B 7 B 


OHD 


J*H 


■SUBTRACT! 


B 3 4 B 


J fiET GRAPHIC SCREEN 


ILL* 


IPFECT 




L*** 




LP A 


ttft 




4?54 
































11 IB 






1* 9* 




LBY 


■B 




4 34B 


; 






1L3B 


fSQ-UEeiE^IHMEHT EFFECT 


19** 


LB 


STB 


(RBi , r 






L»K 


N32 




114* 


s 




111* 




INY 






4144 


LDA 


MI 




11C 1 


■1 = 


Zll 


4TZB 




CPt 


Bt4* 




4 It4 


STB 


CONKA-IIO, 


H 


1 1 0 B 


R* - 


ait 


1934 




BNE 


LB 




4444 


LBA 


HB 


E It ir itrrtn 


LI 7 B 


RIB - 


til 


1*4* 




ITS 






441.4 


1TB 


AUN , M 




11 Bfl 
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114 




STORE BHK 




4 4 Z B 


LBA 


HLB 


Bf j <r IB 


1 14* 


■ 12 ■ 


tl* 


1*** 


SUBTRACT 




4434 




AUN2 , H 




1 2 f i 


R13 = 


11* 
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SEC 




Subtract and add 


4*44 


LBA 


MNAHE*2eS 


1 2 1 fl 


R14 = 


Z17 


ract 








4444 


3 Tfi 






III* 


COUNTER 


= HE 


191* 




LDfl 


Rli 


poutinflt fldd/BuBtra 


4444 


LBA 


HHAHE / 1 BB 


1ZVB 


B C SUMTER = 219 


t 










4474 


STB 


BUFFER* t 


,N 


11 4* 


LBA 


BB 


191* 




SBC 


M4* 


4* hutflfl or 1 scan 


B 4 Bfl 


JSR 


CIB 




IJfcBB 


5Tft 


Ril 


24** 




BD* 


EK4 


i j n* . 


4494 


) 






1ZBB 


>Tft 


RB 


2B1B 




BEC 


Kit 




4444 


1 






l-¥7t 


LBA 


•1 


1*Z* 


EM 4 


ST A 


Rll 
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BTA 


Rll 


1434 




RT4 






BB Z4 








1 2TB 


ST A 


ax 


Z*4* 


AB4 
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! 






13 IB 


LDA 


HI C H E E M BUFFfilBl 


14*4 










4444 


LBK 


MLB 


Dprn JVO ChAAABl 
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3TA 


Hl> 


1*0* 




LBA 


Rll 




4444 


LDfl 




1 3 1 ft 


3TA 


Rl 


1174 




ABC 


H4B 




BTE44 


STB 


BUFFER , K 




1.334 


LAd 


HiCREERBUFF^ZB* 


1*** 




BCC 


EHB 




4»y?4 


E.44 


BHK1/1M 


1 3 4 B 


ITfl 


R14 


I11B 




rue 


mi2 




4 544 


ftTB 






■ 1RI 

j. jgh 


9TA 


■1 


21** 


EKS 


STA 


Rll 




4B-M 


LDfl 


»3 




i 3 B ft 


LBA 


M41 


11 IB 




ATS 






44144 


s t a 


CBWMINB. 


H 


1 374' 


ST A 


COUNTER 


2114 


fiUBTRAOTl 




4( 1 B 


LOA 


H4 




1 1 BB 


LDA 


MB 


urn 




sec 






44£4 


3 Tfl 


ft UK , K 




It)*) 


LBY 


H* 


314* 




LBA 


R* 




44 3 B 


LDA 


no 




14** 


START L4H N* rin4 WlitdJr 


2 141 




sec 


M4* 




BB4B 


IT ft 


AUMljX 




14 IB 


Ll J5R 


ADb a t scr*cn . 


11** 




BCS 


EH* 




test 


JSR 


CIO 




-1420 


4941 


ee«i 


Z174 




BCC 


Rl 




• ABB 








1 4 3 fl 


INK 




2 144 


EX* 


STA 


A* 




4 *7 B 




tt*7* 


Set *LL c a L-a uf s 


14-44 


CPK 




lit* 




ATS 






BE B« 


STA 


COLOR* 


iu L-iLkgi-ounJ 


14 BB 


•HE 


LI 


21** 


ABB1 






IIM 


1TA 


COLORl 


colour . 


1 4fiO 


L DM 


iii 


111! 




i:ll: 






4 744 


STA 


COLOR 2 




14 TB 


LZ LBY 


V* 


Z Z Z ft 




LDA 


RO 




B71B 


5TA 


C0L0R3 




140* 


L3 LBA 


flllfpY LoAd HBtft an it 4(1 


ZZ3* 




qui: 


tt4« 




B7Z* 


STA 


COLOR 4 




143B 


5- TA 


jTDPEI lint to starry 


Z Z 4 B 




BCC 


EX 7 




B734 


f 






iGoa 


LDA 


CRft} , V 


2ZC4B 




I ML 


*» 




• 744 


IPX 


Hit 


;Laid p ■ c turf 


1B1* 


*t A 




?IB* 


EM7 


STA 


R* 




B7V« 


LBA 


BB 




131* 


JSI 


ABB Find htm lint 


21 MS 




ATS 






B7BB 


STA 


B-UI-f-tN . X 


41 T0A u( BCPBBIp 


133a 


JfiR 


1UBTRACTX 


Hit 


STORE 1 BRK 




■ r^e 


LBA 


at 




LS40 


LDfl 


STORE 













Listing 4 



SCREEN FADE IN BASIC 



listing 3 Is a version of the screen Fyde 
routine wriLten in BASIC. BecLiLiM? spted is 
not an important factor in the routine 
there is no need to call a machine code 
routine to perform the fade and brighten 
operations. 

Because the routine needs to start with the 
ujinuni all the same as the background 
colour, when using this routine with the 
BASIC picture loader, delete line 210. The 
BASIC picture loader includes a routine for 
loading a picture file to a screen buffer 
(this wjjj be explained later). Because the 



FADE IN/OUT routine does not use this 
feature line 200 can be deleted when 
adding the routine to the BASIC picture 
looder. 



THE SQUEEZE 

The effect which I have called SQUEEZE 
(Listing 4) gradually 'squeezes' 1 the image 
and flips between upright and inverted. 
The routine uses a number of zero page 
addresses that are used as registers to con- 
trol the routine. 

In a graphics 15 screen there tire 192 scan 



lines 40 bytes wide. The routine alters each 
scan line to produce the effect. Lines 1960 
to 2280 are routines for adding and sub- 
tracting 40 bytes so that the address in 
RAM of each scan line can be calculated. 
Listing 5 contains the SQUEEZE machine 
code routine that has been converted to 
data statements so that it can be accessed 
from BASIC. Because of the nature of the 
routine it is not relocatable so must be 
loaded from address 1536 onwards. This 
routine must be added to listing 2, the 
BASIC picture file loader. 
Apart from listing 5 all the machine code 
data for use in BASIC programs are loaded 
to string variables so that they will not 
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BIBB 


AUHZ s 


941 


• it* 


COLBR0 


- ?m* 


ti7e 


COL OH 1 


= *4» 


• IS* 


COLOR! 


= 71* 


Oil* 


COLOR I 


= Til 
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LP A 
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034 • 
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bvbB 
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■1 
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ST fl 


A UK si , K 
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be,«b 


t 




■ b?e 
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HH 
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a? 
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BBS* 


JIB 


CIO 
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L bA 
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SL10Z 
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11ZB iMACHlpF COAE LIDHARV 
LI JS ; j . I aPFtt OUT 
LI 40- i 

I i : 

U40 I- 

iL70 ; 

L HI 0 J 

£110 

i3*i 
izzo 

12 30 
1 14B 
1ZS* 
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cut 

ARC R4I 

BCC 0*7 
IMC B3 
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IMP 
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mm 
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L3 
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R4 
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C LC 
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KM 
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RB 
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QN1 
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H4 
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n* 
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P7 
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It A 


no 
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LH 


B0 
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H« 
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HI 
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RB 
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1*7* 
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BZ 
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clash with any areas of RAM used by the 
BASIC program. 



SCREEN BUFFERS 

The PICTURE LOADER (Listing 6) intro- 
duces the screen buffer technique. The pic- 
ture data is loaded, not directly into the 
screen display area of memory, but into a 
buffer area which, in this case, starts at 
24900. The data can then be copied into 
the screen display area. This means that 
no matter how much the screen display is 
manipulated, there is always a complete 
copy of the picture data in memory which 
can be re-copied to the screen display. 

The remainder of the source code listings 
are designed to add on to the end of the 
loader routine starting at line 1120. 



IN AND OUT 

OPEN OUT (listing 7) builds up the picture 
gradually by copying data from the screen 
buffer to the .screen display one line at a 
time starting at the middle, this gives the 
effect of the picture expanding trom the 
centre of the screen. 
CLOSEIN (Listing 8) is the opposite of 
listing 7. The picture Is removed one scan 
line at a time. 

Listings 9 and 10 are the OPENOUT and 
CLOSEIN routines that can be used with 
the BASIC picture Loader. Delete line 210 of 
the picture loader when adding Listing 9. 
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, ZOO 

ZK 578 PflTfi 209 . 152, 96 r 26B , t Iff , 1 ^ d 293 , 1 J 
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EL OZ« OAT A *Z2,2;24,9i,20l J 174 J 9E,e p a, A r a 

,«,4,B,lr J H,».i,«.t,» 



K.H 4H6 HtH « MACHINE C DOC LIBffiAWV K* 

•** 4,14 v iot 0 crrtcr^ ** 

tl 41 "I I- IN *H 

jh boa ain mstiioi 

OH 1110 FOR IT1 TA l.*I;HCOS A 
M 4*4 IB* II , Il=CHRf (A) 
£B 530] HIK T 1 

HO 346 A li->tl CaOH f IH*»7 ; Ht T U«H 
IB 1'» PATH 164,165,46 

OP S6B OtilA llj , Z8J . 163 rO?. 133 > 204 . 160, 6 , 
L 58, 28 3, 24 , 103, 44 ,l.«4.7.ZJV.ZB4,133,ZO 

3 , ^HA 

PR 4?4 VATA 152, 1*2 , 26fl r ?4* r , B B ,X3I , 2i 
1. , H ■ * . I J I . 266 . 1 6 2 , 6 , 1 bU , 11 , ■ ft f , II , 1 A h. 

, ID J 

HO TfO D OA TA 145 , 265 , 260, 192*44,166 . 243, 16 
5 , ?*S , 7i , A OS .40, 14 4 , 2 , Z 36 , 266 , 123, 285, 
163 .293 

SL. fiSA BO TO . Z13 , 46, 176 , 2 , lit, 2B4 , 1.1 JS , £ 
II ( 13B,7f, li?, a, l«8,Z33,16Z,Z3,Z82,28 
0. 293 

te eaa sah i 3c , zgb . i4«, ie4, ite, io* , t 7* , j 

3 2, 224. 97. 266. 1*0. 76. 8, B, 0,6,8,6.8 



Aitiwe top - Listing 9 
Above centre - Listing 10 
Right Lifting 11 
Below left - Listing 13 
Below right - Listing 14 



i 126 


1 MAC H I HI 


COOC L A B H G H"T 


1 ■ Aft 


15*11 tidHOOH ! AOE. IH 


1 1 " . H 








1 ] bit 




1 OA 


it? 5 5 s^t cftmuri 


11/6 




h ■ a 


CfiUMffAA ta rtquirtd na 


, i bo 




1 I.Jl 


ii a* i-..,i- . 


1190 




ST A 


CaUHTEPl 


12 OB 


LI 


t DA 


BB 


1218 




■: 1 


OB 


1124 




I Da 


B4 


1Z36 




3Tfl 


01 


124 6 




IDA 


B j C RE EHOtlf r AZTfS 


12Si6 




ST A 


02 


1 74>B 




LOP 


iiscirt-t NHIIFf/254 


1Z78 




3 TA 


P. 3 


1266 




LAN 


H8 


1 2 46 


L 2 


LAV 


E377B Load ¥ with 


1386 




LAA 


(R2) ,V randoH value- an 


i .■; ■ m 




434 


r««i,r ptoT pixDhti; to 


13Z6 




IHG 


111 scrreo 


1 136 




T fl£ 


A 3 


■ '.4 1! 




C H.H 








CP K 


If 3 D 


1 3 66 




B HE 


L 2 


1176 




LD V 


H2 ES 


I .- , 


L3 


1 Ch' 


tlM 


i3?e 


L4 


Ot H 




1416 




B H L 


L 4 


14 LB 




Ot V 




14 ZO 




OPtE 


L3 


143B 




DEC 


COUHTEH8 


A 446 




LD A 


C 0 U H T E ft B 


14.SB 




6HE 


ti 


146B 




I.C A 


U2^5 


14 76 




>T A 


COUHTCH9 


140B 




Mte 


CCJUHTLRl 


1496 




LOA 


C 0 U HTE B 1 


isaa 




ONE 


LI 


15 to 




LOA 


03 


133 > 




'■ 1 A 


RO 


1S36 




LOA 


19 


t 54 6 




5T A 


RJ, 


3 a** 




i mi 


nit: U£t*KtU+* 


1660 




3T A 


R2 


1676 




L6A 


S5C RE£HB UFF / 256 


1566 




SiTA 


OS 


1594} 




1 ftx 


ttt Plot root Of 


1666 


LO 


LOV 


88 screen. 


1616 


L6 


L DA 


CR2I , V 


1526 




3TA 


CRfl ) j.T 


3.6 36 




IHV 




1546 




cor 


BMP 






e«r 


LD 


1466 




LOA 




L678 




CLC 




1666 




AOC 


pAJ) 


L4i*»,I 




ni:r. 


.'IH 1 


174* 




■nr. 


HT 


171 B 


□ ML 


STA 


H2 


1726 




LAA 


B4 


173 a 




i:i C 




1 




AOC 


S48 


17EB 




□ L L 


OH 2 


17 68 




IMC 


Bl 


1771 






RO 


17BB 




IMK 




1756 




CP H 


H192 


1814 




HHh 


Lfl 


1616 




iM J . 





RANDOM FADE 



RANDOM FADt IN (listing 11) rundomly 
copies pixels from the screen buffer to the 
screen display so that the picture gradually 
takes shape, RANDOM FADE OUT per* 
forms the opposite, randomly erasing pix- 
els so thai the picture gradually disinte- 
grates. Listings 13 and 14 are the BASIC 
versions of these routines. Delete line 210 
of the BASIC picture louder when using 
Listing 13. 

That's it for this issue. Machine code prog- 
rummers should be able to expand and 
adupt the programming techniques con- 
tained in the source code listings to create 
other visual effects and everyone should be 
□ble to include some of these routines in 
their own BASIC programs to give them 
that more professionul look. * 
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ST ACCESSORY PACK 
THE IDEAL GIFT 

Superbly packaged, top quality accessory pack 
for new ST owners or old hands - the ideal present 
AH the accessories the ST owners might reed in one neat 
gift package. Comprises modular DISK BOX to hoid up to 

150 disks, top quality MOUSE MAT, JOYSTICK 
EXTENDERS, MOUSE HOLDER and DISK HOLDER 

Recommended Price £39.95 

OUR SPECIAL PRICE £30 

Post and packing Iree (UK only) 

Send cheque or P.O. or quote Access/ Visa number to 
PAGE 6 T P.O. BOX 54, STAFFORD, ST16 1DR 
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presents 



1. PAINTBOARD 
2. NETWORK & KING'S PERIL 
3- COUNTER-SLOT 

1 Paintboard has many powerful feature which are supported by \\& 
30 commands. Commands include zoom, fill colour line, box, circle, 
airbrush. pen r load r save, gallery etc. Supplied on TDK cassette with 
demo pictures and utility programs 

2 The Network & Kings Paril are two separate puzzles which will Iteep 
you busy for hours' knowledge of chess useful with the King's 
Peril) 

3. Counter-Slot is a 'simple to understand but difficult to solve' puzzle. 
It will probably drive you mad while trying to solve it 

£6.99 
£1,99 
EZ.99 



PAINTBOARD PACKAGE 
NETWORK & KING'S PERIL 
COUNTEB-SLOT 



All programs run on any Atari, except ST r with et least *Bk 

Prices include postage ahd packaging 
Maktf cheque s/PO's payable to Amethyst Software and send 
with your addfess to 

AMETHYST SOFTWARE 

3 Oban Avenue. De La Pole Avenue, Anlaby Road, 
Hull, North Humberside HU3 6SB 



RAfK KQIIFC ISSUE 31 and earlier 

DMvl\ now i» short supply! 



PAGE e back issues represent an excellent way of increasing the enjoyment of 
your Alan with articles to enlighten you, programs to type In and rOViaws of 
software to guide you. Almost a1( ol the COMenl of past issues will be as fresh 
and relevant today 34 when i1 appeal red - increase your enjoyment now, before 
It's too laltl Disks are available for all issues, containing all Iha S-bil programs 
from each issue ready to run, and they often include bonuses nol found in the 
magazine. 



Umifed numbers Of the following are stiiS available 
description of contents 

SOLD OUT 



earlier issues for tuff 



includes a Guide To Error Codes. Df$K ALSO AVAILABLE 
VtmiW?* Includes it type-in spreadsheet. DISK AVAILABLE WITH BONUS 
Includes utilities XREF and VERIFY. B0HU$ OiSH AVAILABLE 
SOLD OUT 



The following issues are slill available 

WftttJ-MtEl - Another biggie! A must tor 10*29 printer owners With 3 great utilities 
including a SCREEN DUMP. A sup-fcf Japanese chess game called SHOGI. a type 
In REVtSrON C BASE, a lull lealure on disks and more. For ST. type in OTHELLO, 
reviews of LEADER BOARD and MEAN 16, Hints and Tips and several olher 
reviews and articles. 




DISK AVAILABLE 
RCADV TO GO! 



ALL THOSE 1-029 PROGRAMS 



SOLID MODELLING is one of the best non-game programs we have 
published. Be creative! Other programs Include SOURCE WRITER lor machine 
code progremmers, FLEXIBLE FINGERS to help you type, NUTS and mora. 
Reviews ol TRIVIAL PURSUIT, LWC^ SPEEDSCHIPT and much, much mote, ST 
users can learn 911 about HARD DISKS, FAST BASIC, TYPESETTER ELITE. DEGAS 
r i ITF ynti read reviews or y «hcle ct more software. 

DISK AVAILABLE - DOUBLE SIDED! TWO lull sides 
with BONUS SCREENS lor SOLID MODELLING! 

Some cracking listings lor the 8-bit. In GREAT BRITAIN LTD. you 
can be the Chancellor and help run the country. COMPUTER GAMMON is e great 
Atari version of backgammon and there's ANTS IN YOUR PANTS, DISK COMMAND 
and others. There is e feature on word processing and Slacks Ol reviews. TIM ST 
section includes an In-depth review ol ART DIRECTOR and a neat little program 
to put scrolling Star* on your screen! Lots of reviews including H ABA VIEW, 
K-SPREAD 2, K-WQRD and many more. 

DISK AVAILABLE - some LO-H C LISTINGS! 





Extend Hie incredible original Munchy Madness with the MUNCHY 
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS with a friend, teach 
your children with MOST HEART MATHS or make up some crosswords whh 
it WORD. A long leature on flight simulation programs, hints on ZQRVk and loads 
of reviews- For ST users, 1he 1ir§( in ii scries of USING GEM hum C plus FLIGHT 
SIMULATOR H reviews, new boohs Irom COMPUTE! and a whole stack of reviews. 

DISK AVAILABLE - Also contains I he winning title 
screen Irom our competition. 




ISSUE 29 



SOLD OUT 




A greet follow up to Solid Modelling allows you to animate 3-D 
objects. Try 3-D ANIMATOR. Haw aboul a puzzle wllh LETTER CASTLE or an 
arcade style shoct-up from ANTIC called OESERT CHASE? Article* inlCude an 
In-deplh look GUNS LINGER, G*n*aloQf With Your Atari and First Steps on 
saving screens Leads of reviews including AUTODUEL and P:R: CONNECTION. 
The ST section has the continuing GEM series, CYBERSTUDIO. ZOOM RACKS II 
and lots of games and serious reviews Including GFA BASIC, K-flogsl, Ju pilot 
Probe 

DISK AVAILABLE. DOUBLE SIDED with BONUS 
MACHINE LANGUAGE ADVENTURE only on the disk! 

Our massive survey on all the WARGAMES available for Ihe S-bil 
Atari heads ihis issue which also Includes a great type-In synthesiser listing called 
ORIGINAL Sir NTH. Other listings include FONT FACTORY, a nice characler Bdrtor 
and a challenging game called BOWL TRAP. A fealure on SSI, more Tulorial 
Subroutines, a long leature on THE NEVER ENDING STORY, reviews of ROADWAiR 
2000 and THE DUNGEON plus many more are also In |hls Issue. ST SECRETS, 
a new series on ST programming begins With a lOOK at sound and the ST reviews 
section Includes IMG SCAN, BASE TWO, TEMPUS and many more, 

DISK AVAILABLE - All the extra files lor ORIGINAL 
SYNTH sel up ready 1o run plus all Ihe other listings. 




WEiRW^PM ■ A great card game lor 8-bit users called, ralhar uninspiringly, WHIST 
plus a two player game of TENNIS and a GRAPH MAKER that works on Ihe 102B 
printer. A new series slants on EXPANDING YOUR ATARI and there 13 an excellent 
program,iu1orlal on RUBBLE SORTING. Reviews Include THE PAWN, GUILD OF 
THIEVES, SPARTADOS-'U $. DOUBLER and many more. ST users can find out 
aboul programming graphics With ST SECRETS and can read all about the TURBO 
DIZER, PC DITTO plus reviews ol Tanglewood, Defender of The Crown, Wlnlef 
Olympiad, PROSPERO FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED with BONUS 
MACHINE CODE ARCADE GAME only on ihis dish, 




ISSUE JJ 



Many readers have said this is cur best issue yet whh an extensive 
feature on choosing a printer lor your Atari, plus HEAVY METAL, a superb type-in 
machine language arcade game, Other type-in listings include another game, 
CRYSTAL CRISIS end two utilities. COLOUR TUNER and SOFTKEY, Ihe latter 
being a super keyboard 'macro', utility. ST owners can find out more about 
PROGRAMMING GEM with another article in the series and there are loads of 
reviews including MASTERPLAN, G UNSHIP and SPECTRUM 512. There's much 
more in this issue besides, including some greel music lor Ihe d-bi: 

DISK AVAILABLE - including TWO BONUS GAMES 
that are nol In lha magazine. 

An ADVENTURE special to delight all fens of Atari Adventuring. 
Exclusive and extensive interview with LEVEL 9, two TYPE-IN & bit ADVENTURES, 
games reviews, bumper A-Z HINTS AND TIPS for all kinds ol adventures, a survey 
of almost every known Atari adventure and much more- Olher Items include D AVE 
T'S DISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and the regulars. ST File include* a round up or ST adventures, a review of 
DUNGEONM ASTER, hints on adventures and stacks of general games reviews. 

DISK AVAILABLE - Includes TWO BONUS 
ADVFNTURFS only to be 1ound en this disk. 





SOLD OUT. 



DISK WITH ALL PROGRAMS AND BONUS 
MACHINE CODE GAME STILL AVAILABLE 





Another cracking machine; lunguage game from Paul Lay called STAR 
rider plus headBanGer. also in machine code. MUSIC BOX and SYNTH II to 
lyp« in, MAPPING YOUR ADVENTURE shows you how lo succeed In adventures, 
B SO SPLIT reveals secrets aboul the B5Q interlace. DESIGNER KEYS allows you 
lo customise me keyboard. Then Ihere s BEGINNER'S BASIC plus a new series 
on TURBO BASIC, reviews of MERAK, Draconus, Joe Blade and more, For the 
ST we have B BOOT to allow you lo bool tram drive B, STOS reviewed, TRIP- 
A-TRON, SPELLBOOK. SUPERBASE PROFESSIONAL ell reviewed and you can 
find how to never get lost again with AUTOROUTE. All this plus much, much more. 

DISK AVAILABLE - Includes BONUS MACHINE CODE 
UTILITY lo add 1ZB colours to Atari Artist or Micro- 
palnler pictures, 

Some excellent listings including SCROLLY TEXT EDITOR, a superb 
utility lor creating scrolling messages on the XL XE just like those on the ST, plus 
BLASTCOM, a last and furious blasl 'em up, and &UNPLOTTER Which shows you 
Ihe position ol Ihe sun and times anywhere in the world. Also FINDER lor 
searching your programs, the first part of MACHINE CODE LIBRARY and the 
CASSETTE DATABASE. Loads of reviews, as usual, including SpartaDos X, ST 
File includes Ihe first part in the MIDI series and coverage d PROTEXT and FLAIR 
PAINT plus reviews ot headcoach |where have you seen that reviewed else- 
where?), SPRITE MASTER end a wfiele host of games, Lot's more besides. 

DISK AVAILABLE - includes BONUS program UNDER 
STARTERS ORDERS, a superb horse racing game lor 
all Ihe lamily 

A super educational program, MCO-TEST for revision, homework 
or fun. Tht MACHINE CODE library looks at saving and loading memory, a uhhly 
lists a REAL TIME CLOCK for your XL or XE and THE POD2 is a great scrolling 
game. There are several more listings. The TIPSTER begins and articles include 
THE GAMES THEY NEVER RELEASED and more on Turbo Basic, ST Owners can 
enioy type-m routines for graphics, revtows of MIMX, FUN SCHOOL 2. POLICE 
QUEST II plus loads Ol games. The MIDIots guide continues and John Sweeney 
looks al KINGS QUEST and LEISURE SUIT LARRY. 

DISK AVAILABLE - includes GALACTIC OflESTA a 
BONUS MACHINE CODE GAME previously released 
commercially! 

The first type-in lishing game for the Atari, CATCH DAY, heads the 
way with MOUSE PARTY and a NUMERICAL CONVERSIONS UTILITY also to type 
in. Other features include PAGE MARSHAL, HAWK QUEST, the MACHINE CODE 
LIBRARY on Player Missile Graphics plus, Of course, THE TIPSTER and reviews 
Ol B-btt games Including STAR WARS. The ST section includes reviews of THE 
JADE STONE and DOMES OF SHA, the M idiot's guide to 1he SEQUENCER, a new 
column on STOS PROGRAMMING plus many, many reviews Including GOLDRUSH 
and GALDREGON S DOMAIN. 

DISK AVAILABLE ■ includes PRO GOLF as a BONUS. 
Superb 18 hole action with all Ihe options plus a 
construction kil to build your own courses 

Read all aboul Suhloglc, the company that breughl Flighl Simulation 
to Ihe Atari, Programs Include SHIFT IT, a mind boggling sliding puzzle geme end 
MEAN MOTOR Per test racing, A simple educational program is LEARN TO Fit AD 
which you can easily adapt and K-TYPE will improve your touch typing. All these 
plus the Machine Code Library, Cassette Database, The Tipsier and much more 
For ST fans Ihe STOS column has type in listings and Ihere are reviews of 
ARMADA, JET, BATTLETECH and many mot*. AISO the final part in the Midiot's 
Guide to Music- 

™ DISK AVAILABLE - Includes BONUS machine 
language gemeGRIDWARS 

Disks are stitl available for many issues which 
are sold out These contain alt the programs from 
the issue but not the relevant articles. Please 
enquire If you are interested. 






BACK ISSUES are C1.5D each in the UK, £2.40 lor Europe or surface mall elsewhere and lor Air Mail outside Europe, Prices include postage. 
ISSUE DISKS are for any 46k or 64k &-bll Aleri. Each disk is E2.95. Postage FREE in U.K. Overseas add £1 per order (any number of disks) 
Send ycur order to PAGE 6, P.O. SOX 54, STAFFORD. ST 16 1 DR. ENGLAND. ACCESS and VISA accepted. Telephone 0755 21 30.0,3 
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Garry Francis has promised to return to the pages of 
New Atari User shortly, maybe in another guise, but in 
the meantime he can't resist those adventures and comes 
to the rescue of a couple of wayward adventurers from 
last issue's Tipster column. 



ESCAPE FROM TRAAM 

In the last Tipster ajlumn, Michael Wood asked for some help 
with Escape from Traam. I'm not surprised! [yym Pearson writes 
terrible adventures which are really hard to complete unless 
you're 'in tune J with his warped ideas and shocking parser. 
Here's a few yeneral hints before presenting the full solution. 

] he game starts in the cockpit of a small space cruiser (indicated 
by on 4 S' on the map). Save the game before leaving this room. 
This may sound silly r but there's a good reason for it. If you are 
killed or type QUIT, you do not restart at the beginning as you 
would expect, but ore placed in an otherwise inaccessible room 
(Indicated by an R on the map). This is not a problem in itself 
but the locations of objects aren't re-initialised either! Your 
inventory usually (but not always) stays intact and other objects 
stay where you left them. This may not be what you want. In 
fact some objects may then be completely inaccessible. The only 
way to restart would normally be to reboot. However, If you have 
saved a game at the start, you can load this to effectively restart 
from scratch. This is much quicker and easier than rebooting. 



HINTS .... 

LOOK in every room and repeat this over and over again until 
you're satisfied thai you've received 1 all possible response*. You 
can also use LOOK to kill time. 

Also try commands like CLIMB and LISTEN in every room. 

LOOK at every object listed in room descriptions and the respon- 
ses to LOOK. 

TALK to every character you meet and repeat this over and over 
again until you're sure you've drown out every possible scrap of 
information 



Escape from Traam 
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An action will occasionally trigger something at a distant 
location, ff you're stuck, re-explore old territory. 



If something works once, try it again 
in the game, 



perhaps at a later time 



Use the alphabet in the dictionary to translate the Krillig 
language by writing the Kriiiig alphabet on one line and the 
English alphabet from A to Z underneath it 

Your inventory is limited to six items. Use the full object descrip- 
tion when picking something up or putting it down. For exam- 
ple, GET SILVER KEY will work, but GET KEY will not 

Whenever E is a valid exit, you can also use NE or SE to take you 
to the same room. Similarly, whenever W is a valid exit, you can 
also use NW or SW. I consider this: a bug due to the funny way 
fyym Pearson's parser works, hence only the cardinal directions 
are shown on the map. 

Avoid the Traams, 

The pendant buried with the creature under the mound has no 
use other than to get you killed. Leave it alone. 

Escape from Traam includes sufficient clues to allow you to 
solve the game without cheating, hut they are sometimes very 
hard to find. The following solution includes enough informa- 
tion for you to find these clues, but once they are known .. the 
game can be solved in far fewer moves : J did it in 124 moves. 
Can you do better? 
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DOUBLE 

DISK BONUS 



„. AND THE SOLUTION 

LOOK - LOOK - LOOK - LOOK - LOOK - LOOK - LOOK - 
LOOK SHIP - GET NYLON ROPE - MOVE SHIP - GET LASER 
i S - LOOK CUFF ■ TIE ROPE TO BUSH * CLIMB - E-S- 
CLIMB - W - LOOK STREAM - GET FftOND - E - H - W - W 

- LOOK - LOOK - LOOK - FEEL OBJECT - CLIMB - LOOK 
INSCRtPTlONS - DIG WITH FROND - GET STONE CUP - 
LOOK ALTAR - DIG WITH FROND - GET HELMET - DROP 
FROND - W - N ~ N - LOOK * CLIMB - LOOK SHIP * GET 
SILVER KEY - S - CLIMB - E - S - CLIMB - FILL CUP - GET 
CUR OF LIQUID - hi - W - W - CLIMB - W - N - N - CLIMB 

- S . CLIMB * UNTIE ROPE - GET NYLON ROPE * E * S ■* W 

- W * CLIMB - W - N - N - CLIMB - LOOK - POUR CUP - GET 
GOLD BALL - S- S- E- N- E- CLIMB - LOOK - UNLOCK 
TRUNK WITH KEY - DROP SILVER KEY - OPEN TRUNK - 
GET DICTIONARY ■ READ DICTIONARY - DROP DICTIONARY 

- GET ALPHABET - LOOK ALPHABET - DROP ALPHABET - 
N - N - TALK - TALK <■ DROP GOLD BALL - LOOK - CLIMB 

■ TALK - TALK - TALK - TALK - TALK - TALK - TALK - TALK 

- TALK - 5 - PUSH STATUE - LOOK - PUSH STATUE - LOOK 

- GET INSECT - S - LISTEN - CLIMB TREE ■ E - CLIMB DOWN 

■ S - LISTEN - LOOK BUSH - CLIMB - S - S - £ - CLIMB - 
LOOK - LOOK BLUE DOOR - PUSH PIN - LOOK - KILL 
HUMAN - WITH LASER - LOOK - GET UNIFORM -S-S-S 

- CLIMB - LOOK - TALK - KASTAMAN - OPEN - MOVE 
CABINET - OPEN - W - LOOK SHELVES * READ BOOK - 
BREAK LOCK - READ BOOK -E»S-S-£-S-S- LOOK 

■ DROP INSECT - LOOK - LOOK - LOOK - LOOK CRACK - 
PUSH BLOCK - CLIMB - CRAWL - CRAWL - CLIMB - LOOK 
OBJECT - TIE ROPE TO SPIKE - CLIMB - CLIMB ■ CLIMB - 
UNHOOK AUTO PRESSURE - LIFT DECOUPLING RING - 
PUSH THRUST BAR * LOOK INSTRUMENTS - PUSH BUTTON 
> LOOK - (THE END] 



SAVAGE ISLAND PART 2 

Both Michael Wood and Andrew C Thompson asked about the 
password for entry to Savage Island Part 2. Savage Island was 
the first (and probably the only) true two-part adventure ever 
published. It is absolutely essential to finish part 1 before you 
can play part 2, This, is true for two reasons. Firstly, you need to 
complete part 1 to get the password for part 2. Secondly , if you 
don 't play part 1, the 'story r is incomplete and part 2 doesn't 
make much sense. Because of this, I really don't think it's fair to 
publish the password for part 2, Nevertheless, if you insist... 

IF YOU REALLY WANT TO CHEAT! 

There are actually two puss words depending on whether or not 
you correctly complete part L They are 123 and 474. I'll let you 
work out which is which. If you haven't completed part 1 
because it was too difficult, it's unlikely that you'll complete part 
2, as it's really, really hard. If anyone wants hints, maps or 
solutions to Savage Island Parts i and 2 r please let me know as 
soon as possible (via the editor, if you wish) and I'll put some- 
thing together for a future issue. 

by Garry Francis 

You can write to Garry Francis at 
26, Baringa Road, Ear I wood, 
N.S>W + 2206, 
Australia 



Two great machine language 
games as the BONUS 
on this issue's disk 

TRACKSTAR 

by Bill Halsall 

Trackstar is an athletics simulation for 1 or 2 players using 
l or two joysticks and has five separate events in which you 
may compete. These are 100 metres, Jong jump, hurdles, 
javelin and high jump- You must obtain as many points as 
possible on each of these events. Game play is similar in 
each event with the joystick being moved between left and 
right to run and the button being pressed to jump or throw. 
In the final event, the high jump, you first set the height by 
moving the joystick until the requisite height is reached, 
then press the button to select it. You cannot subsequently 
reduce this height. 

A new game may be started by pressing the joystick button 
and carrying out the on-screen instructions. There is a short 
pause between each event to give you a chance to get your 
breath back or apply first aid to your joystick! 



BLOKHEAD 

by Peter Lister 

BLOKHEAD is a simple to play yet challenging machine code 
game with some excellent smooth scrolling. The object Is to 
simply collect a key from the pile of bkcks on the left hand 
side of the screen before moving over to the right hand side 
to open a lock and so proceeo 1 to the next level. 
Sounds easy, but there is only a certain way to reach the 
key and lock and we leave you to figure it out. There are 9 
levels of increasing speed and difficulty which should keep 
most players occupied for some time. 




Irackstar Blokhead 



These BONUS programs are only available on the issue 
41 disk which Disk Subscribers witi have received with 
their magazine. The fasti* disk, with ait of the $~hft prog* 
rams from this issue ready to run and the TWO BONUS 
GAMES may be obtained separately tor Just £2.95. See the 
order form on page 4Q, 
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UTILITY 




COLOUR DUMP 

for the STAR LC I 0 colour printer 



by John Fildes 



The STAR LC-10 must be the finest value colour printer around 
at a price matching many sincjle colour printers, but a colour 
printer is not much use unless you have a printer driver is it? 
This pray ram will enable Atari 8-bit owners to load in standard 
62 sector picture files and then toggle the colours to match those 
available from the printer ribbon and then dump out the whole 
picture in up to eiqhl colours. The printer is capable of printing 
seven colours but the program allows the user to also specify 
white, being the colour of the paper. Keys 1 to 4 are used to 
increment the colour registers and each key controls one register 
with successive keypresses cycling through the colours available. 
Once the colours have been chosen, pressing any other key will 
start the printer. 

The picture loading routine comes from an article by Mike Rowe 
in the February 1986 issue of Atari User with several added 
routines to drive the printer. The program uses a machine code 
routine to scan the screen, one column at Q time, and to allocate 
the contents to one of four buffers. The line feed is switched off 
on the printer and the four strings representing the contents of 
the buffers are then printed out together with appropriate colour 
selection information. The printer line feed is then switched back 
on and the program loops back for the next column. 
The picture is printed at the maximum speed of the printer and 
the total time taken depends on the colours chosen. Each pass oi 
the print head is for one colour but some of the colours available 
are made up of two ribbon colours and thus some picture lines 
could take up to eight passes of the print head. If white is chosen 
as a colour then that pass is skipped, The routine prints at single 
density, i.e. one dot represents one pixel on the screen. The 
maximum resolution for four colour pictures such as those pro- 
duced by the AtariArtist and Micropainter programs is 160 by 
192 which gives a picture size approximately 110mm by 80mm 
but, for anyone who may be interested, I am hoping to produce 
a routine that will double the dimension of the pictures. In the 
meantime, your STAR LC-10 might at last come alive. Try it! 
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It realty is in colour on the LC-10- promise! 
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EI l REM 
£0 2 REM H 
ft® 3 REN * 
DF 4 PEW * 

EC 5 BEM * * 

UE f> BEM * HEM ATARI U5ER - Per **wbt?r fl» * 
CO 7 BEM M.MMKMMMMKW M M MW HWKKM W W W KHMMMMMMM 
HH fl REM 

MX 18 REM STAB LC 10 COLOUR l>UMP 

OE Z8 REM FOR 62 SECTOR PICTURE FILE'S 

JT 25 GOSUB 4000; REM INSTRUCTIONS 

HG 38 GftSUB 1009: REM INITIALISE 

HL 56 G05U8 5808: REM USB ROUTINE CQOE 

HR 48 GO SUB 2088: REM I. PAP PICTURE 

¥K 58 G05UB 3888 " ft EM ALLOCATE COLOURS 

KH 1B8 REM HA IN LOOP 

*F 118 FOP R0HT5TART+;*? TO START STEP -I 
OH 128 A = USR CADH tMCSl , ROM* ADR (BUFF453 f ADR 

C BUFF 3 5 3 , RDft CBUFF Z$1 , AOS CBUFF 153 3 
JC 288 LPRINT SPACES CI t 33 ; REM MO "LIME FEE 

£> 

LC 205 IF SCR8=22 THEN 215 E REM SKIP IF MM 
ITE 

TL Z18 L PRINT COLiSj IHIT$ i BUFFlS 
ML 215 IF SCfll=22 THEM 225! BEM SKIP IF HH 
ITE 

YE 228 LPRINT COL2$ IMITS J BUFFZfi 
NU 225 IF 5CRZ=ZZ THEM 235 ; BEM SKIP IF MM 
ITE 

HH 230 LPRINT COL35 ; INIT$ ? 0UFF3S 
LO 23S IF SCR3-22 THEK 250 f REM SKIP IF MH 
ITE 

YD. 248 LPRINT COL 45 l IHI T $■ ; BUFF 4$ 

UJ 250 LPRINT SPACE* C4 > 6J ; REM LINE FEED 1 

F F 260 NENT ROM 

AL Z78 LPRINT RSF* 

OH Z88 END 

HM 1800 DIM F$*28J , SPACES C6J ,IHITSt43 , RST 
$ C23 , 5E$ tZ4J ,MC$ C325J , C0LSC243 ,COLl$(3 
3 , C0L2SC33 ,C0L3$ CI) , C0L4$C33 

FO 1818 DIM BUFFlS (1921 , BUFF2S I1S2J , BUFF J 
$C1923 , DUFF 4$ C1B>23 s B UF Fl $ = 1 * *** : © U F F 1$ CI 
?2J=BUFF±$i&UFFl$f2J=BUFF±S 

IT 1828 BUFFZ$=ftUFF IS : 0UFF3*=BUFflS 1 BUFF4 
S=BUFFlS 

KD 1038 FDR H=1535 TO ISO? \ READ A • POKE M, 
AiNEHT Hi BEM ROUTINE TO LOAD DISK FILE 

AG 1040 DATA 184 , 1B4, 184 ,141,9,6, Ifv> J 

69, 7\ 157* 66,3 , A$3, 88,157, 5S, 3, lOS,8*,i 
57,**, 3,169, 8 



IU 1858 DATA 157, 72 , J, 169, 31 , 157, 71, J , 
BG,226,169 J 12,tS7 J 6fi J 3 F J2,*6 J 2Z8,?6,e j 

0,8,8.0,0,0,0,8 

HI. IHbU hUR H- 1 rO 24 : ALAD A : COL 5 CX , HS -CH 

HM 1070 DATA 27 , 1 14 . 0 , Z7, 1 1 4 , t P J / , 1 L 4 r V , 7 
7,114,3,27,114,4,27, 114 , 5 , 27 , 114 , 6 r 27 , 

114, 0 

K5 ifiHii fo» X-l TO 6; READ A ; SPACES IX, x> 
HR$ I A3 i HEHT X | REM LINE FEED COMMAND 5 
OC 1O90 DATA Z7, 65, O, Z7, 65 , S 

DA HOG FOR X = l TO 4 : READ ft I INITS CK, H J ~CH 
ft $ t A3 1 HEHT X : REM! SWITCH PRINTER TO GRA 
PMICS MODE 

HE 1118 PAT A £7,75,192,0 

GH 1128 FOR X = l TO 2: READ ft ; R5T5 CM, X3 ~~CMH 

S C A3 ; NEXT X:REM RESET PRINTER 
MO 1138 DATA 27,64 

IF 1140 FOR K-l TO 24 : READ A: l j 1 5 CX,KJ -CHR 
SCA3?HEXT H REM SCREEN COLOURS 

UR 1150 DATA 0,0,0,3,2,0,6,2,0,4,2.0,1,8, 
A j 2 j 4 ^ B j J* 4 « 2j ftp 0 ; 1 >4 p ft 

AT 1168 RETURN 

ZJ 2BOO REM ATARI USER FEB . 1706 

SG 2018 7 "Enter file name"i? i? "e.g. 0 

! PICTURE** 
GC 2BZ8 POSITION 7,20 
FC 2030 INPUT F$ 

DE 2035 IF FS-**" THEN F$ = '*R ! PICTURE" 

HP 2640 IF Ft fl*2) <>«*RI" THEN GRAPHICS 8: 

GOTO 2010 
VN 2858 GRAPHICS 24: POKE 559,0 
fij 2860 DLIST-PEEK 15683 + 2 56* PEEK C561 3 
HO 2070 POKE DLIST+3,7B 
OD 2000 FOR I=DLI5T+6 TO DLIST*19B 
OL 2090 IF PEEK (I J £15 THEN POKE 1,14 
GR 2100 IF PEEKCI3=79 THEH POKE 1,70 
HT 2110 NEXT I E POKE 559, 34 
DF 2128 CLOSE 81: OPEN 81,4,8, F$ 
VT 2130 0=USR€1536, 73 
MV 2148 CLOSE «1 

OH 2150 5TART = PECKC00>4256*PEEItt893 
AU 2168 RETURN 

US 3008 COLlS-COLi tl, 3) '. COL25=COLS 116, 183 

! C0L3$=C0L$<19,211 ! C0L4$=C0L$ C7,93 
JH 3018 SCROTI lSCRl=16i5CR2=19 : 5CR3=7 
ZD 3015 SETCOLOR 4,0,0: 5ETC0L0R 0,2, 4S SET 

COLOR 1, 18, 2 J SETCOLOR 2,5,2 
MS 3820 CLOSE SI: OPEN ttl * 4 > 0 , "K ! " 
GZ 3838 GET ttl, It 

MV 3040 IF K<49 OR K>52 THEN 35802 REM EMI 
T 

LK 3858 K=K-4B 

VX 3868 ON K GOTO 3100,3200,3300,3400 
ME 3180 SCRO-SCR8+3 : IF SCRB>24 THEN S<:Rtt 
1 

AH 3118 SETCOLOR 4 , ASC CSES C5CRO * SCR83 1 , AS 

C CSESeSCRO+i, SCR04 13 3 
WD 3120 CDL1$~C0L& tSCRO, 5CR84-Z1 : GOTO 3838 
PH 3288 SCRl-SCRl+3 J IF 5CR1>24 THEN SCR1= 

1 

EV 3218 SETCOLOR 8,ASC(5E$ C 5C Rl , SCR 1 3 3 , AS 

C CSE$ CSCR1 *1 , SCR1+13 1 
VH 3ZZ8 CQLZ$^COL$ C9CR1, SCR14Z3 i GOTO 3838 
SU 3 388 SCR2=5CRZ+3 : IF SCft2>24 THEH 5CR2= 

1 

LH 3310 SETCOLOR 1 , AS C C 5 E 5 I S C R 2 , SCR Z 3 3 , A5 





C <SEJ ISCR2+1 , SCRZ + 1J 3 


AL 


3328 


COL3S 


-COLS CSCR2 . SCR24Z3 : GOTO 3838 


HC 


3408 


SCB3- 


SCR343 TIT SCR3>Z4 THEM SCR3- 


5W 


1 

3418 


SETCOLOR Z, ASC (5E5 CSCR3 , SCR 33 ) , AS 




C CSE5 C5CR3+1 , SCW3413 3 


CP 


■.i 4 '/ U 


tCi! 4^ 


-t;m 5 (sch^hr^^j ;^otO 3*^(0 


AL 


3558 


RETURN 


RK 


4 880 


GRAPHICS 8EPOSITI0N 6,5 


UE 


4810 


? '"STAR LC^IB COLOUR DUMP** 


GC 


<f 0V U 


POSIT TON 18,7 


OD 


4030 


? "by 


J.Fildes - 13&3" 


AH 


4840 


POSITION 1,3 


MX 


4058 


? "lis* keys 1-* to tyt le through' 1 


JO 


4860 


7 M th»> available colours" 


PI 


4W/H 






DU 


4880 


* "Press Rrisi ether key to prifit." 


DN 


4898 


? i ? 


"initialising Machine co«te d 




3t$, , 






AE 


*i mm 


RETURN 


JP 


ti B (S % J 


RESTORE 5188 


U2 


5810 


FOR X 


= 1 TO 322 I READ A : MC 5 (X, XI =CH 




R$ C A3 


: HEXT 


X 


AJ 




RETURN 


HO 


3 _L tl 13 


DATA 


104, 104, 133 ,62, 1*4, 133 ,51, 10 


TU 


4 


DATA 


133,00,104,133,5 9,104,133,55 


Cj u 


51ZB 
3 


DATA 


104, 133 t 57, 184 ,133, 56, 184j 13 


NH 


51 39 


DATA 


55,104,133 ,54, 184,133^53,215 


TH 


5148 


RATA 


182, 0, 150, 0, 159, 0, 145, 53 


UF 


SIStt 


DATA 


14 5, 55, 145, 57, 145, 59, 177, 61 


EG 


5168 


DATA 


133, 53, 165, 63,41, 3, 20B, 3 


ZK 


517B 


DATA 


24,177,53,105,192,145,53,144 


OA 


5180 


Data 


42*165,63,41,2,288x9, 24 


FA 


519 8 


DATA 


177,55, 185, 192, 14 5, 55 , 14 4, 2 7 


HP 


5Z88 


OAT A 


IBS, 63, 41, 1, 206, 9, 24, 177 


VU 


5218 


DATA 


97,185,192,145,57,144,12,24 


KO 


5228 


RATA 


177, 59, 185, 19 Z, 145, 59, 144, 3 


ZF 


5238 


DATA 


24, 144, 185 , 165, 63, 41, 12, 288 


ZF 


5248 


DATA 


9, 24, 17 7, 53, 105, 4S , 145, 53 


JK 


52 5 8 


DATA 


144, 43, 165,63, 41 ,8,296 , 9 


KL 


5268 


DATA 


24 „ 177 , 55, IBS, 48, 145, 55, 144 


RT 


5 2 70 


DATA 


ZB, 165, 63, 41, 4, 208, 9, 2 4 


IG 


5288 


OAT A 


177 , 57, 185, 40 , 145 , 57 , 144 , 13 


VD 


5298 


DATA 


Z4, 177, 59, 185, 40, 145,59, 24 


LF 


5388 


OAT A 


144, 3, 24, 144, 195 , 165 , 63 , 41 


OH 


5318 


DATA 


4B,2O0,9,24,177„53,1O5,12 


DU 


5328 


DATA 


145,53,144,42,105,53,41,32 


IG 


SUB 


DATA 


200,9,24, 177,55,105,12,145 


LD 


:> a 4 n 


DATA 


55, 144, Z7, 165, 63, 41, 16, ZB8 


VL 


ET E- A 

5 358 


DATA 


9, 24 , 177, 57, 185 , 12, 145, 57 


ZY 


5 368 


DATA 


144, 12, 24, 177, 59, 105, 12 , 145 


U J 


5 3 76 


DATA 


59,144,3,24,144,196,105,63 


MZ 


53 B A 


DATA 


41, 192,200, 9,24, 177, 53, 105 


OR 


53 98 


DATA 


3, 145, 53,144, 42 , 165, 6 3,41 


TM 


5488 


RATA 


120,205, 9,24, 177, 55, 105, 3 


OH 


5410 


DATA 


145, 55, 144 , Z7, 165, 63, 41, 64 


VJ 


5420 


RATA 


20B ,9,24, 177 , 57 , 105 , 3 , 145 


TC 


5438 


DATA 


67 t 144, 12 , 24, 177, 59, 105, 3 


OC 


54 40 


DATA 


145,59,144, 3,24,144,195,24 


i id 4 

nn 


5458 


DATA 


165,61, 105,40, 133,61,165,52 


DB 


54GO 


DATA 


1B5, 0, 133, 62, 230,53, 200, 2 


BX 


5470 




Z38 , 54, 238, 55x288, 2 » Z38, 56 


LI 


5400 


DATA 


Z38, 5 7, 28 i , Z, 230, 5S, Z3B, 59 


00 


5490 


DATA 


200, 2, 230, 68 .2 32, 224 , 192 , ZOO 


OH 


S5eo 


DATA 


Zll, 96, 8, 0,0, 8, 0, 0 

0 
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B.BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES 



■II 



GRAB YOUR SHURIKENS 



Z . : eppelin Games look set 
to top the charts one© 
more with the latest su- 
perb addition to their incredi- 
ble budget range - NINJA 
COMMANDO. 
Ihe game is basically an 
arcade adventure, the idea 
being for you to manoeuvre 
the Ninja Commando - master 
of the martial arts - through a 
series ot horizontally scrolling 
levels by jumping and running 
across various- platforms and 
structures- The Commando 
starts off without any weapons 
and must rely on his amazing 
acrobatic abilities to jump on 
the numerous enemies he 
meets- Later or. with seve-al 



J 



Title: NINJA COMMANDO 
Publisher: Zeppelin Games 
Price. £2-99 on cassette 

Players: 1 

Loading: 15.5 minutes 
Reviewed by Paul Rfxan 



successful 'kills' under his Pelt 
your character acauires death 
stars, grenades, flame throw- 
ers and machine guns. 

Enemy nlnjas appear ran- 
domly from openings in near- 
by buildings but fortunately 
they are 'non destructive' for 
the first few seconds. If the 
Commando gets caught he 
oses his weapons and must 
resort to the jumping techni- 
que before obtaining any 
more. The nasties become 
more of a handful as you go 
through the levels. To begin 
with they move in predictable 
paths and are easily avoided 
but later become more mo- 
bile and harder to cut-wit, 

There are eight levels, each 
with a different graphical 
backdrop. Needless to say, 
the scenery Is up to the stan- 
dard of Zeppelin's previous 
software with the distinctive 
shading found in Draconus 
and Zybex used again to 
good effect. One paint that 




deserves a mention is the 
super animation of the Ninja 
Commando. Although rather 
confusingly coloured to blend 
in with the background scen- 
ery he is very easy to control 
and can perform some incre- 
dible somersaults to jump be- 
tween the platforms. Music on 
the title page is. again, excel- 
lent although sound effects 
elsewhere are noticeably 
lacking. This seems to have 
become a trend in Zeppelin's 
recent games and I can't 
work out the reason for it. 
An apparent difference be- 
tween Ninja Commando and 



previous Zeppelin Games is 
the somewhat easier starting 
level of difficulty. I was able to 
progress quickly after a cou- 
ple of attempts ■ which is 
more than I can say for either 
Zybex or Draconus. Of course, 
the game becomes more 
challenging on the higher 
levels and this is just how it 
should be. Finally, you may be 
wondering if the price shown 
below is a mis-print - well, it's 
not! Zeppelin have triumphed 
yet again and deserve your 
support for continuing to show 
the world which 8-bit micro Is 
best ■ you know the one! 



/ 




FLY ME TO THE PYRAMIDS 



Atari's support for the X.E 
Games Console ccn 
tinues with another 
new ROM in the top-priced 
range, DESERT FALCON is a 
sort of Blue Max adaptation 
set in the mysterious depths of 
the Egyptian desert, You are 
the Desert Falcon, questing for 
the hidden treasures of long- 
forgotten pharoahs, 

game uses the diagonal- 
ly scrolling graphics technique 
that was made famous by 
Sega's Zaxxon and was later 
used in the classic Blue Max. 
The scrolling In Desert Falcon 
isn't quite as smooth as it 



could be but the overall effect 
is quite pleasant and the 
graphics are enhanced by 
several nice touches. Anima- 
tion of the Falcon, for inst- 
ance, is excellent and sha- 
dows are used to good effect. 
Sound - although nothing to 
get excltea about - is beyond 
major criticism. 
Your aim is to collect the 
Pharoahs' lost treasures - enor- 
mous gems, silver eggs and 
gleaming ingots. To pick them 
up you must swoop from the 
sky and hap on top of them - 
not the easiest of manoeuvres 
when you're being attacked 



by waves of angry nasties! 
Yes, you guessed it, the trea- 
sures are guarded by swarms 
of flying - and crawling - 
beasts. Burrowing Uwes crawl 
out of the sand and Vultures, 
Warrior Phleas, Scarabs. Flying 
Fish (and even little pink Player 
Missile graphics) attack you 
from the sky. Being no ordinary 
Desert Falcon you can retali- 
ate by firing arrows or you can 
dodge behind the ancient 
structures to avoid them. At 
the end of each desert trek 
lies a howling Sphinx which 
can only be destroyed by a 
direct hit between the eyes. 
Removing the Sphinx gains 
you access to a bonus round 
where the objective is to 
obtain as many treasures as 
possible in the limited time 
allowed, 

By collecting hieroglyphics 
scattered in the sond you can 
gain special powers such as 
air bombs, decoys, warps and 
omnicide capabilities (smart 



bombs to you and me!), Unfor- 
tunately, on the higher levels 
you can also pick up super 
problems - out that's all n a 
day's work for an expert De- 
sert Falcon. Four levels of diffi- 
culty from Novice to Expert 
are included. 
Feelings o' nostalgia surroun- 
ded the testing session of De- 
sert Falcon. Atari seem to be 
churning out games on ROM 
that have all the feel and 
atmosphere of those early 
ROM classics - not a bad thing 
in itself, but unfortunately 
they've also stuck with that 
equally early habit of overpric- 
ing software. If you don't mind 
the expense. Desert Falcon is 
well worth checking out. 



Title: DESERT FALCON 
Publisher: Atari Corp. 
Price: 414.95 ROM 
Players: \[2 
Control: Joystick 
Reviewed by Paui Rixon 
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INSTANT PLAY 
XL/XE ROM 
CARTRIDGES 



ARC HON 


14.95 


BALL BLAZER 


14.95 


EATTLEZONE 


14,95 


BLUE MAX 


14.95 


DESERT FALCON 


1435 


DONKEY KONG 


12.95 


DONKEY KONG JNR 


12.95 


DREAD NAUGHT FACTOR 


995 


EASTERN FROI^T 1941 


9,95 


FOOD FIGHT 


14,95 


H.E.R.O. 


9.95 


JOUST 


12.95 


KABOOM! 


9.95 


MINER 2049er 


9.95 


MISSILE COMMAND 


9.95 


MS P ACM AN 


12.95 


MOON PATROL 


12.95 


MUSK COMPOSER 


19.95 


P ACM AN 


12,95 


PITFALL 


9,9S 


P ITFALL II 


9.95 


POLE POSITION 


12.95 


RALLY SPEEDWAY 


9.95 


REALS PORTS AMERICAN 




FOOTBALL 


12.95 


RESCUE ON FRACTULAS 


14.95 


RIVER RAID 


9.95 


SPACE SHUTTLE 


9.95 


TENNIS 


9.95 



XL/XE CASSETTES 



ACE OF ACES <MK| 


2.95 


LAS VEGAS CASINO 


2.55 


BLACK LAMP 


7.95 


LITTLE DEVIL 


2.96 


COSMIC PIRATE 


2.95 


NINJA COMMANIIO 


2J96 


Crack up 


T.95 


NUCLEUS 


2.95 


DAWN RAIDER 


1 95 


PERISCOPE UP 


195 


DOMAIN Of UNO E AD 


2.95 


POGOTRON 


295 


DHACONUS \m\ 


R.% 


PRO MOUNTAIN BIKE SIM 


295 


EARTHQUAKE 


2,95 


SCREAMING WINGS 


2.95 


ENCOUNTER 


2J» 


SHOOT EM UPS (E4KI 


6.95 


ESCAPE FROM TRAAM 


Z.» 


SLINGSHOT 


2.9b 


FOOTBALL MANAGER 


2.S5 


SOLO FLIGHT 


8.95 


Gauntlet \vm 


2.95 


SPEED ACE 


2.95 


GHDSTB LISTERS 


2.9b 


STAR WARS 


3 95 


GRAND PRIX SIMULATOR 


295 


Spy VS SPY TRILOGY 


fl 95 


GREEN BEFtFT 


Z.95 


SUPERMAN 


? 95 


GUNFICHTER 


1.95 


TEC UN ICQ LOUR DREAM 


ta 


HARDBALL 


2,95 


TIGER ATTACK 


7.95 


JOCKY WILSON'S DARTS 


2,95 


TIME & MAGIK |MK> 


12.96 


K. DALGLISH SOCCER 


8.95 


TUHF FORM 


2.95 


LANCELOT |ftK) 


12 95 


ZYBEX 


Z.9E 



" Acl 



Hist 



Two ca 



ACCESSORIES 



XC1 2 TAPE RECORDER 
PADDLES (PAIRj 
PRO LINE CONTROLLER 
QUICKSHOT II TURBO 
SPEEDKING AUTO FIRE 
TAC 5 

DISK NOTCHER 
"NPU T/O UT PUT CARL E 



29-99 
9.95 
7*95 
1 2-95 
12.95 
1 2.95 
3.95 

9. 9s 



2600 VCS CARTRIDGES AVAILABLE 
ST SOFTWARE AVAILABLE 



XL/XE DISKS 



ARKANOID 
ASTRO DROID 
BLUE MAX 
BOULDER DASH II 
CONFLICT IN VIETNAM 
FOUR STAR GAMES I 
GUILD OF THIEVES (64K) 
KENNEDY APPROACH 
LANCELOT (64K) 
LIVING DAYLIGHTS 
MINI OFFICE II 
NEW YORK CITY 
NATO COMMANDER 
QUASIMODO 

RED RAT DOUBLE PACK I 

SILENT SERVICE 

SOLO FLIGHT 

SPEED RUN 

SPY VS SPY TRILOGY 

SPYHUNTER 

STAR WARS 

TECHNICOLOUR DREAM 

TIME & MAGIC (64K) 

TOUCHDOWN FOOTBALL 



11.95 
6.95 
7.95 
5.95 
16.95 
6.95 
16.95 
12.95 
12.95 
12.95 
16.95 
3.95 
12.95 
7.95 
6 .95 
12,95 
12.95 
5.95 
12.95 
7.95 
1 1 .95 
9.95 
12.95 
12.95 
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PUMDERHG THE UNIVERSE 



COSMIC PIRATE is the 
first release in what 
will hopefully be a 
long line of budget games 
from Byte Back. It's a shoot 
'em up but borders on being 
an adventure by virtue of the 
lack of meaningful instructions 
supplied with the package. 
The less determined player 
might throw the game away 
In frustration! 
Why is there an options 
menu? Why doesn't ■ punch' 
have any effect? What are 
the simulators for? What's all 
this about pirates and credits 
and space trucks? Eventually, 
after several attempts, some 



Title: COSMIC PIRATE 
Publisher; Byte Back 
Price: £2.99 cassette 

Players: 1 

Loading: 15,5 minutes 
Reviewed by Paul Rixofl 



of the pieces fall into place. It 
seems that you are a Space 
Pirate who makes his living 
flying through the Galaxy and 
plundering 'space trucks' for 
their cargoes. In each sector 
of the galaxy you must fight 
off a variety of aliens to earn 
credits, The credits may be 
used to pay for weapons, 
launch tax, toll tax (no, not 
poll taxi), and the price of mis- 
sions. You'd hardly expect a 
Pirate to settle all his taxes but 
this Cosmic Pirate doesn't get 
a choice! The toll must be 
paid to gain access to a map 
screen showing the relative 
positions of space trucks and 
your own ship. A pleasant 
piece of mus e - in contrast to 
the bulk of the sonics else- 
where - plays while you de- 
cide which sector to move 
Into. The general idea is to get 
closer and closer to a truck 
and hence the awaiting pile 
of loot. 




The shoot "em up is 8-way 
scrolling and the aliens come 
In a variety of forms. You are 
encouraged to conserve 
ammunition as your 'accura- 
cy' rating is adjusted every 
time you hit the trigger. In- 
deed, before you can even 
embark on a mission you must 
practice using the battle simu- 
lator to bring your rating up to 
an acceptable level! Further 
options from the title screen 
allow you to select parMcula' 
missions, view your current sta- 
tus, kit out the ship and load or 
save previous games to tape- 
Graphics are a bit fuzzy in 



places but for the most part 
are acceptable. 
I hope Byte Back will provide 
some decent instructions with 
their forthcoming software as 
the lack of useful Information 
supplied with Cosmic Pirate 
does great damage to its 
play ability. Perseverance re- 
veals an Interesting shoot em 
up variety and no doubt some 
surprises that I've yet to dis- 
cover. This game has been 
converted from the ST so if you 
know an ST owner with Cosmic 
Pirate you might be able to 
get some more clues on how 
to play, 




A REAL CUSTARD 



The game begins. 
l Once upon a time 
there was a fellow cal- 
led Charley. More than any- 
thing, Charley loved to eat, So 
when he went to the carnival 
one hot summers day, he 
headed straight for the food 
fight contest../ 
FOOD FIGHT, is described by 
Atari as 'every school kid's 
dream come true'. They don't 
indicate the Intended age 
group in any other way, but to 
my mind It's definitely aimed 
at the younger player. It's 
actually one of the simplest 



games I've seen for quite 
some time and it brought 
back memories of those primi- 
tive arcade conversions of the 
early 1990's. 

All the action takes place on 
a largely blank screen with an 
overhead viewpoint, not un- 
like the old hit Robotron 2084. 
At the beginning of each 
level, Charley is positioned on 
the right hand side of the 
screen, To the left of the char- 
acter is a large, beckoning ice 
cream cone and between the 
two there ate piles of food, 
dangerous manholes and sev- 



eral unfriendly chefs! 
Charley has thirty-two 
seconds to reach the cone 
before it melts - avoiding, of 
course, the chefs and man 
holes. In defence, he can 
grab the leftover food and 
throw It at the chefs for a short 
reprieve. Points are awarded 
for chefs walloped, cones 
consumed and leftovers lef- 
tover {groan!). Depending on 
the level . Charley may have 
three to fifteen lives in hand. 
Bonus lives are earned at inter- 
vals of a hundred thousand 
points. All this may sound like a 
pretty easy challenge, and to 
be honest, It is - but full playing 
hints are included on Atari's 
customary instruction pam- 
phlet anyway! Visual and 
sonic effects are basic 
although there are a few 
goad touches - such as the 
dazed expression on Charley's 
face when he's clobbered by 
a chef! 



Atari's output of 9-bit games 
has been quite prolific recent- 
ly and much of this has been 
high quality stuff. Sadly, Food 
Fight Isn't up to the same stan- 
dard. Not only this, but I'm sur- 
prised and disappointed that 
they've released the title as 
an expensive ROM cartridge. I 
see no justification for the cost 
of this game when Atari are 
selling excellent cassettes such 
as Slock Lamp and Sling Shot 
for considerably less. Atari 
may be able to get away with 
a fifteen pound price tag for 
the likes of Rescue on Fracta- 
ls or Ballblazer but I doubt 
whether Food Fight will earn 
them any respect at all, 



Title: FOOD FIGHT 
Publisher: Atari Corp. 
Price: £1^.95 ROM 
Players: 1/2 
Control: Joystick 
Reviewed £>y Paul Rixon 
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1EN I PAINT MY MASTERPIECE 



Feeling creative? If so, 
Amethyst could have 
just the thing you need! 
Although it's been on sale for 
some time PAINTBOARD, unlike 
many arcade games, is one of 
those programs that will not 
date. 

It's a drawing program 
which, despite being the pro- 
duce of a smal independent 
software publisher, contains a 
wide range of powerful fea- 
tures. There are no printed in- 
structions supplied with the 
package but the program it- 
self has a fairly comprehensive 
in-built help facility, Most func- 
tions can be carried out by a 
single key press, You can cre- 



Title; PAINTBOARD 
Publisher: Amethyst Software 
Price; £6.99 cassette 
Loading; 9.5 minutes 
Control: 

Reviewed by Paul Rixon 



ate your artwork using a joys- 
tick, a trak-oall (with true 'TB J 
mode) or even a standard ST 
mouse. There are two full- 
screen drawing areas so you 
can duplicate your master- 
piece In memory before 
attempting any drastic altera- 
tions - a convenient safe- 
guard. You could also use the 
second area to keep a library 
of commonly used shapes or 
symbols, and copy therm 
across when required. 
Most of the commands are 
familiar ones - box, circle, line, 
mirror, two-stage zoom are just 
a few of those included, You 
can also add text to your pic- 
ture, move pieces around the 
screen, flip sections upside- 
down and even switch on the 
cassette drive for musical in- 
spiration from your favourite 
audio tape! The program 
makes use of DLI J s (like 
Graphics Art Department) so 
that any one 'pen' can have 
a different colour at each ver- 
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tical screen position. 128 col- 
ours are possible, although 
others can be formed by mix- 
ing the existing shades. A vari- 
ety of different brush sizes and 
speeds are provided prtus an 
Airbrush effect for that artistic 
1 spray can r look! 
Pai nf board is supplied, as all 
of Amethyst r s software, on a 
TDK D60 cassette. Side one of 
the tape contains the master 
machine code program fol- 
lowed by several demonstra- 
tion pictures. On the reverse 
side there's a collection of util- 
ity routines written in Basic 
wh ch can be aaapted tor use 



in your own programs. One 
such routine converts files be- 
tween Paintboard and con- 
ventional formats and another 
allows you to dump pictures in 
colour to an Atari 1020 plotter 

- the results are good for those 
prepared to wait literally hours 
for this process to complete! 

Overall I'm Impressed by the 
depth and quality of Paint- 
board. My only criticism is that 
it doesn't support a disk drive 

- perhaps a worthwhile enhan- 
cement for the future? For al! 
those cassette based owners, 
this has to be a 'best buy' for 
Christmas "'89, 
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HOW TO BEAT THE BOOKIES 
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Two separate but re- 
lated programs from 
budget software spe- 
cialists Blue Ribbon designed 
to help you make loadsa- 
money' - TURF-FORM is a horse 
racing forecaster for UK Flat 
and National Hunt races and 
SYSTEM-fi is a Football Pools 
predictor covering the four En- 
glish and three Scottish foot- 
ball divisions. 

Of the two releases, TURF- 
FORM is the most straightfor- 
ward. lr comprises, quite ifer- 
oliy. of six questions which you 
are required to answer by 
obtaining the relevant infor- 



mation from a newspaper. 
After selecting a racecourse 
and naming the participating 
horses you must supply details 
of each horse's last race - the 
location, prize money, dis- 
tance, weight, placing and 
time elapsed since. The prog- 
ram then uses its "highly de- 
veloped and accurate predic- 
tion routine' to place the run- 
ners in descending order of 
their likelihood to win. Fitness 
and speed ratings are also 
given. If the fitness rating ks 
"very good' or "excellent' and 
the speed rating greater than 
the fixed figure for the course 



then the horse concerned can 
be considered to have a 
good chance of winning. 
That's basically all there is to it 
- apart from a colourful draw- 
ing of a horse displayed after 
the loading sequence. Defi- 
nitely the graphical highlight 
of the package! 
No such gimmicks in SYSTEM 
8. When you boat up the 
program you are prompted to 
insert a cassette containing a 
database of past results. 
Obviously you won t have cre- 
ated this until after the initio 
run so a 'dummy' set of data 
is included after the main 
code to get you started. From 
the subsequent menu screen 
you can initialise the leagues, 
input past results into the 
database, save the data to 
cassette, create match lists 
and Instruct the computer to 
make selections. These can be 
directed to the screen or an 
Epson compatible printer In 
either list or tabular form - for 



direct copying to the Pools 
coupon. The selection process 
uses past performance to pre- 
dict future results, so at least 
four weeks of previous match 
data must be entered before 
any level of accuracy can be 
expected. 
Like Turf -Form, System 6 is a 
relatively simple program 
which carries out its duty in an 
unavoidably unspectacular 
fashion. Both packages carry 
the necessary warning that 
Biue Ribbon don't guarantee 
any financial gain through the 
use of their software but hope 
you will gain some amuse- 
ment by experimenting. My 
advice is to have a go at writ- 
ing your awn program first! 



Title; TURF- FORM/SYSTEM « 
Publisher: Blue Ribbon 
Price: £2.99 each cassette 
Loading: 7 mins/i.S mins 
Control: Keyboard 

Reviewed by Paul Rixon 
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NO MATCH FOR BORIS 



MASTERCHESS isn't a 
new release but it de- 
serves a mention 
nonetheless r if only because 
it's one of the few software 
releases I've ever seen with a 
completely accurate descrip- 
tion printed on the packaging^ 
Mastertronic summarise the 
game as a 'no frills chess play- 
ing program' and r indeed, 
that's exactly what It is! 
According to Mastertronic, 
the possibility of a 3-D display 
was Investigated at the time 
of development, but later dis- 
carded for reasons of memory 
consumption. Instead, the 
graphics are in a more tradi- 
tional overhead perspective 



Trie: MASTERCHESS 
Publisher: Mastertronic 
Price: 41.99 on cassette 

Players: 1 

Control: Key board only 
Reviewed by Pout Rixort 



and. whilst this is anything but 
spectacular. It is also reason- 
ably clear and not too wear- 
ing on the eyes. Shame about 
the sound though - an irritating 
beep every time a piece is 
moved! 

There aren't any levels as 
such out the difficulty factor 
can be adjusted by specifying 
the allowed quota of compu- 
ter 'Thinking time'. This can be 
set at almost any whole num- 
ber, although realistically you 
have got to seek a comprom- 
ise between the skill of the 
computer and the length of Its 
response time. If you get thed 
of waiting you can interrupt 
the computer's thinking and 
force it to play its best move 
at that time. You can also tog- 
gle a display of the captured 
pieces on and off as you wait, 
Standard algebraic notation 
is used throughout for entering 
moves. Although I'd would 
prefer a ^user-friendly' joystick 
J option, the keyboard method 




doesn't take too much getting 
used to. All of the usual chess 
moves are implemented, In- 
cluding castling and en pas- 
sant. Set-up mode enables the 
simple construction of any 
board layout - useful for solv- 
ing those 'white to mate in 
two' type problems, Unfortun- 
ately, the program doesn't 
check to see whether your 
set-up is entirely sensible, so If 
you decide to resume a game 
wtth five kings on the board 
and no opposition, the com- 
puter simply locks up in a state 
of confusion! Reset can be 
used to escape on such occa- 



sions. The remaining options 
allow you to load and save 
game positions - a necessity in 
a game of this nature - and to 
view an instant match replay. 
There's not really a lot more I 
can say about Masterchess, 
except that it works and that 
It's well worth checking out. 
Vou wouldn't expect to find 
the advanced features of Col- 
ossus or Chessmaster at this 
price and you don't get them 
but you do get a highly play- 
able, straightforward chess 
game. What's more, you may 
even be able to beat If too! 



TREKKING ACROSS THE USA 




rpm 



othing new has ar- 
|\l rived from the Silver- 
1 « bird stable recently 
but it presents an opportunity 
to look back at a previous re- 
lease which might otherwise 
have gone unnoticed, Re- 
member The Great American 
Cross Country Road Race, first 
reviewed in PAGE 6 issue 21? 
Did you know that you can 
now pick It up for under two 
pounds, thanks to Slrverbird? 
Unlike Its more aged rivals, the 
AMERICAN ROAD RACE is not 
based around a track but. as 
the name suggests, involves a 
dash across the states of 



America. From the start 
you've a choice of four diffe- 
rent routes, from a straightfor- 
ward run from West to East to 
a more time consuming round 
trip through all the major cities, 
A map is displayed so you can 
select the most appropriate 
route, bearing in mind the 
weather and road conditions 
and the time of day. 
The screen view Is pretty simi- 
lar to the much quoted Pole 
Position, although buildings on 
the horizon - which change to 
reflect the particular locations 
- and general scenery in the 
background gives Road Race 



a clear edge over its prede- 
cessors. Not quite so remark- 
able is the definition of the 
many vehicles involved, 
although, as you attempt to 
weave past other motorists at 
up to 240 miles an hour, the 
paintwork of your motor will 
hardly seem important! Listen 
out for the Police siren and be 
ready to take evasive action 
or yau may be detained for 
reckless driving! you should 
also keep a watchful eye an 
the fuel gauge as you'll need 
to stop for a fill-up at frequent 
intervals in the race. 
The driving controls ore more 
advanced than in previous 
race games - you not only 
have steering and brakes to 
contend with but four gear 
selections as well! Forget to 
watch the revs closely and 
you may end up 'pushing' 
your car to the nearest gar- 
age! It's also important not to 
let that huge excess of power 
get the better of you as any 



contact with other vehicles is 
bound to cause considerable 
delay. There are plenty of dials 
on the dash to keep you 
occupied and varying pat- 
terns of traffic ensure that 
you'll never hit a dull moment 
as you race for a slot in the 
hlghscore table. There are 
many mere features to the 
game than I could possibly 
describe here, but all are ade- 
quately explained In an in- 
struction sheet included. 
American Road Race is. with- 
out doubt, one of the all-time 
greats of Atari programs and 
due credit must go to Silver- 
bird for bringing it back to the 
market at an almost giveaway 
price. Don't hesitate - buy it! 



Title AMERICAN ROAD HACE 
Publisher: Silvertoird 
Price: SI, 99 on cassette 
Players: 1 
Control: Joystick 

Reviewed by Pat// Rixon 
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QUICKIES 



STARS 



by Edward Brooksbank 



This small program creates a three speed, full screen starfield 
using only one sprite unci runs in the display list interrupt, |ust 
type in the program, SAVE a copy and then RUN it. A counter 
will appear and when il reaches zero your screen will turn into a 
starfield. 

Here's what each line does 

line 1 - POKEs the machine code lor the DLI (Display List 
Interrupt) into page 6 of memory 
Line 2 - contains the DATA for the DLI 

Line 3 - sets up the sprite information and has the remainder of 
the DATA statements 

Line 4 - POKEs data for the actual stars into memory, along with 

random horizontal values for each star 

Line 5 - activates the starfield by turning on the DLI 



STAR'S 

A HEW AT Aft I tfitft QUICKIE 
by Edward Brook£b4ftk 



EM I BE H tO 

FY 2 REM S 

67 3 REM ft 

IF 4 «(-M n 

FB 5 REN immiiif i nii ■ ■ ■ ""f « f i j \ }\ fjftf H 1 1 I II f tmt If HH TtTtt 

FC 10 7 CHP.S (1253 : POKE 7l.e # Q:F0R A-1536 I 
O 1536*13 : P.EA& B ; POKE fl F fl:HEKT A ! POKE 
SiZ,e ; POKE 513,6; POKE SJ256 ( B 

CD 11 DATA 72,162,21*), JU?,« i 123,56 J 253,B 1 
13B ( I57,B,iZ9,i4i>i0,7l^ ( l4l > e,Z«8 1 42, 
41,24B,,9,15j 141 j IS, 288 , 262, 224 

UP 12 POKE 54279, 128 : POKE 53277, 3: POKE 55 
9, 62 j POKE 623, 1 i D - PEEK C5699 +25ft«PEEK C5 
611 IPOKE 752 , t t &qtci « i Ze8,2Z7,lB4,64 

UO 13 POKE &, 143 i FOR A=3276S TO 33823 iPOfc 
E A+256, PEEK (ST77«9 ; POKE A + 5 1 2 > I NT t R N D 
{ B > *3 3 +1 : P 0 K E A + ifl2#,l 

14 ? "t"i33»23-A;" "!HEKT A : FOR A "706 
TO 712 I POKE A*B ! NEKT A i POKE 5377 4, 8: P 
OKE B42**,19£ 



Would you ttke to see more ffye-Iiwm that you can type in qufcirlp and easily Oft some spectacular effects ? We would, but although 
we Inherited a lot of five liners from Atari User almost aU were very, very basic and of limited interest so, iftve are to resurrect 
the five-liner, we will hove to change the rules. 

Firstly we wilt change the concept to 'QUICKIES' and extend the size of the programs to a maximum of TEN LINES (less if 
you want). Secondly, the programs must con tarn MACHINE CODE routines, unless you can do something brilliant tn BASIC. 
Thirdly the listing must be documented as in this issue's listing. We are mainly interested in graphics or sound demos and 
qU programs should be submitted on disk with return postage if you want the disk back. 

We will pay £10 for each program published, so send in your QltCKItS to NEW ATARI VSEH, P.O. BOX 54, Stafford, ST 16 



CALLISTO COMPUTERS 

DEPT A2, PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533 



ATARI 8QO/XL/XE 



FtOM CAFtTFtiDGES 

Asteroids, Designers Pencil, De- 
fender, Dreadri aught, Galaxians. 
Joust, Missile Command, Miner 
2049 er. Moon Patrol. Mr Cool, 
Paeman, Pi If all, Pole Position. 
Rally Speedway, River Raid, $191* 
Raiders, Tennis, US Football 



GAMES 

180 _ 

Alrwolf 

Astrodrold 

Aztec 

Ball blazer ~. 

Black Lamp 

BMX Simulator 

Boutderda&h _ 

Boulderdash II 

Chuckic Egg 

■Col lOSSUS CTHB3S 

Cosmic Pirate 

Crack up „„ 

Cops n' Robbers ,. 

Dawn Raider - 

Day at the Paces 
Daylight Robbery . 
Domain ai Llndead 

Draconus , 

Drelba 

Druid 

Encounter 

Escape from Doom 
Fori Apolocolpyse 



2.95 




1 95 






6.95 




6-95 


850 


9.95 


7.75 








2.95 




2.95 




2.35 




e.75 




2.95 




1,95 




1,95 




1,95 






6.50 


1,95 




2.95 




6.95 






4.50 




5.95 


2. 95 






4.50 




4.S0 



Freaky Factory 

Fruit Machine Sim .. 

Gauntlet 

Gihostbustors 

Grand Prix Sim 

Green Beret 

Grldrunner 

Gurlaw 

Football Manager .. 

Hacker 

Hardball 

Henry's House 

Hover Bover 

Intern. Karate 

Jocky Wilson Dart .. 

Joe Blade 

Kenny Dalglish 

Las Vegas Casino 

Leaderboard 

Little Devil r .„„„., T „„ r . 
Living Daylights ...... 

Lone Raider 

Mediator 

Mirdx Force .. 

Mr Dig 

Mr Robot 

NHemares 

Ninja Commando .... 

Orbs ot Zarrimar 

Panther 

Periscope Up 

Phantom 

Pogolron — 

Pole Position 

Red Mux, 

Rescue en Fractal us 

Revenge II 

Robot Knights 

Rookford .................. 

Rosen's Brigade 



2.95 
2.95 

2.95 
2.95 

2.95 
2.95 
1-95 
1.95 
3-95 

2,95 
1.95 
1,95 

2.90 
1.95 
3.50 
2.95 

2.95 
2.65 
3,50 

2.95 
1.95 
4,50 

2,95 

1.95 
195 
2.95 
2 95 

2.95 

2.95 

1.95 
5.50 



■l./'j 



6.9-5 



5.95 
4,50 

11.50 
4.50 

11.75 
J 50 



5.00 
4.50 

6,95 
69S 
4,50 
4.5D 



4.50 
4.95 
6.95 
6.9b 
5. 50 



S. Davis Snooker .... 1.95 

Sea Bandit 3.75 3.75 

Screaming Wings .... 2.90 4.75 

Shanghai — 6,50 

Sol of fight 9.50 &,75 

Speed Ace 2.95 4,50 

Speed zone 2,95 

Spy Hunter 4.50 

Star Wars „„„ 8.96 IP 95 

Sun Star 4.50 

Tall oi Beta 3.95 4,95 

Tiger Attack 7.75 

Twilight World 2.95 

War Copter 3.75 6.95 

Wizzard of Wor 6.95 

Zaxxon 4.95 4.95 

Zybe* 2.95 4.50 



WAR a AMES 

Con, Vietnam ,,. , 

Crusade in Europe 
Eastern Front 
Knights of Desert 
NATO Commander 



Cbsb Disk 

.... 6,75 
.... 9.50 



I 95 



&7$ 
9.50 



ADVENTURES Cass Disk 

Apshai Trilogy 5.95 

Gnome Ranger 8.75 8.7S 

Golden Baton 1,95 

In grid 1 s Back 12l75 12.75 

Lapi* Phllosh 5.95 

Scapeghosl 12.75 12.75 

Spellbound 2.95 

Tlme&Mjiglck 12.75 

Wax Works 1.95 



NEWS STATION 



23.SO 



Desktop Publishing System {disk onlyl with 
FREE art program and font Editor 



NON-GAME SOFTWARE Cass Disk 

ACE C Language .... 2.95 

Atarlwrller Plus ...... .... 17.50 

Fig Forth 2.95 

Graph M 4.50 

Printshop .... 17.95 

System 8 Pools ...... 2.95 

Touch Typing 4.75 

Turbo Basic .... 3.75 

Turf Form „ 2.95 

Viscalc .... 17.95 

BA SiC COMPILER 11,75 

(Disk only'l ' Converts BASIC programs Id high 
speedmachine code. Wflh FHtfc disk utili-iM ■. 
pack 



ATARI ST SOFTWARE 
at bargain prices 



Addlctaball _ _ 5,99 

Alien Syndrome 8.99 

American Pool 5.99 

Black Lamp 5-99 

Corruption .„ 5.99 

Football Manager 3.99 

Ice Hockey 5.99 

Karate ST S-99 

Las Vegas , 5.99 

Mastcrsound Sampler 28.00 

Marble Madness 9.99 

Music Construction 9.99 

Screaming Wings .„, 3-99 

Shyfox II r „ 8.99 

Soldier of Light 8.99 

Starquake 5.99 

Thai Boxing 5-99 

Thunder Wiri g „„„„„„ tir „„... 4.99 

war Blaster .., 5.99 




Can't find what you want? Then send for out free catalogue of Atari software 
All Atari 8-bit orders include free membership of the Callisto Computer Club 
All prices include VAT, postage and packaging for UK orders over £4.00. Please add 40p for orders under E4 
EEC countries add CI per order. Non-EEC countries add £1 for first item and 75p for each additional item 

Make out cheques and postal orders to Callisto 




Mew Atari User - ItUit 41 41 



TUTORIAL SUBROUTINES 



14. 



THE 

SCREEN 
EDITOR 



Having problems with your 
listings? Ian Finlayson gives 
some tips for easier typing j 
and debugging 



This time 1 am not actually going to produce any useful 
subroutines, but I hope the tutorial will be useful anyhow 
as there is little documentation around to help the begin- 
ner find quick ways of doing some often simple tasks. The screen 
editor of the Atari 8 bit computers is quite a powerful tool and 
can be used to facilitate some of these tasks. It has capabilities 
that users of office PCs dont have in their MSDOS environment 
"What is a screen editor?' you may ask. It is the interaction of 
keyboard and screen display. You are using it when you type in 
a Basic program, for instance, I will assume you are familiar 
with the fundamental controls which move the cursor, insert and 
delete lines and characters and clear the screen as these are 
included in the very meagre handbook that comes with the Atari 
computers, and going on from these will try to show you some 
useful short cuts. 



MULTIPLE LINKS 



In many programs there are quite a few lines which almost 
repeat each other. It seems pretty tedious to have to type them 
again and again and there is an easier way. Try this example, 

a. Type one line as follows; 

10 REM "* THIS IS LINE 1 

b. Now hit [RETURN] then move the cursor with the CON- 
TROL key and 'up arrow till it is over the 1 of "10\ type 2 over 
the 1 then move the cursor right till it is over the 1 of "LINE 1" 
and overtype this with a 2 as well. 

c. Hit [RETURN] again. It appears that we have replaced the 
line 1 we first typed with one that reads: 

£0 REM "** THIS IS LINE 2 

* d. Type L15T and hit [RETURN], and you will see that the 
original Line 10 has not been deleted. 

e. Repeat b to generate lines 30,40,50 and 60 r then clear the 
screen ({CONTROL]+[CLEARJ) and LIST again to display the 
lines, 

This process works even when the lines that are repeated are not 
immediately one behind the other. If you get to a tine anywhere 
in a program listing that is close to one that has already been 
typed, just bring the previous occurrence back onto the screen by 
LIST (linenumber), then edit it in the same way as the example 
above. One word of caution, do not forget to change the line 
number as well as making any changes to the text within the 
line, otherwise you will find that you have changed the original 
line instead of generating a new one - it may sound stupid but it 
is quite easy to make this error, particularly when generating a 
whole lot of lines which are very similar. 



The technique of overtyping one line to generate another is 
particularly useful in generating screen layouts. Take care in 
laying out the first line that is to be displayed, and then use this 
method to ensure that alt subsequent lines are spaced the same 
way, 

SELECTING SPECIFIC LINES 



If you wish to pick up specific parts of one program for use in 
another this can be done by USTing the lines to tape or to a 
disk file and then ENTERlng them back into the new applica- 
tion. This is satisfactory If all the lines you require are in one 
block, but is more tedious if you want to pick up several lines 
which are not together. The screen editor can help here as well, 
as long as the lines you require can all be displayed together on 
one screen. Follow this example: 

a. Clear the screen and then LIST the previous example (lines 
10 to 60). 

b. Type NEW [RETURN] and then LIST [RETURNl to show the 
program lines have ali been deleted from memory. 

C, Now move the cursor up to line 10 and hit (RETURN] , then 
move the cursor to line 30, hit [RETURN], and line 50 
[RETURN] , 

d. Clear the screen and LIST. You will see that the lines on 
which we hit return have been captured that is 10,30 and 50 
while those which were merely cursored over have remained 
deleted. 



DIRECT MODE 



The editor can also be used effectively in direct mode. For 
example if you wish to load a file from disk and save it to 
another disk just type in direct mode: 

LOAD 'DiFIliEEAME.EXT 

When the file is loaded, swap the disk over, move the screen 
cursor up and overtype LOAD with SAVE and save the file to the 
new disk with the same file name. 

If you are a disk user you can even use this technique when in 
DOS. Perhaps you have typed L to load a binary file followed by 
FILENAME.EXT and you get ERROR 170 (File not found). It is 
likely that you have typed in the name wrong 50 cursor up to the 
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EI i REM HUM KKWWH H W HHMMMHMHH H KMMWMH H MJ I BH 

HP Z REM * TUTORIAL SUBROUTINES * 

KC 3 REM « 14. DEBUG * 

LS 4 REM * >| * 

ML. 5 REM * Ian Fin lay son * 

ED 6 REM * - * 



Ur 7 REM « HEM ATARI USER - Decembers? # 

EP 6 REM WHM KMMMHMMM MMHMMHHMMMilWWM MMW MMM 

#f0 9 REM 

UB 188 GOT □ 32000 : REM REHUBES THIS LINE 

WITH LIME St CLOSE 
BEFORE ERROR OCCURS 

KV 32080 GRAPHICS ffl:? '*#*A = IT J fl,"B - « j B 

M4 32810 ? «»A$ - "[flJ/'BS SS "jBS,"CS = "J 
00 3 2 828 STOP : RETURN 



L and hit [RETURN] then move the cursor and overtype any 
corrections to the file name. Hit [RETURN] again and your file 
will load - os long as the spelling is now correct and the file Ls on 
the diskl This can be quicker and easier than typing the whole 
filename again, 

DEBUGGING 



Now to diversify a little. Whether you write your own p my rums 
ot just type in the programs that are given In magazines some 
means of finding bugs when the program does not run will be 
useful. There are some utilities available which allow you to 
trace through a program and follow the progress of all the 
variables, hut here is an alternative that will allow you to home 
in on those parts of programs which cause errors or anomalies. 
Despite what I said in the opening paragraph of this article I will 
use a very short subroutine. 

If you look at the listing the first line (100) is merely there to 
point to the subroutine. This line must be renumbered to go into 
your program a few lines before the place where the problem 
seems to be occurring. Choose a line number in between the line 
numbers of the program so that the program itself is not in- 
advertantly changed. 

The subroutine at line 32000 simply clears the screen using a 
Graphics 0 command, and then prints out the program vari- 
ables- You will have to change the A,B r C and A$,B$,C$ and 
insert all the relevant important variables in the program you 
wish to debug. Once the variables are printed the STOP com- 
mand is encountered, which prevents the program running on 
before the values of the variables have been studied. 
So when you RUN the program it will jump from line 100 (or 
whatever you have renumbered it) to the subroutine which 
displays the current value of all the variables. A close compari- 
son of the variable values against the expected values will 
usually give a clue as to what is going wrong, 
If nothing seems to be wrong, move the exit point (the original 
line 100} to another position a bit farther through the program. 
This can be done by listing the line r overtyping the line numbeT 
and then deleting the old line number, thus using the screen 
editor to help with your debugging!' (You were wondering what 
all this talk about debugging had to do with the screen editor, 
weren't you?). Once you find the offending line it can be amen- 
ded in a similar way. 

In some simple programs it is possible to go on from the point at 
which the program stops by typing CO NT [RETURN], but usually 
the GR.O call will disrupt the program flow to an extent that 
means you have to RUN again from the beginning, 

TAPE DATABASE UPDATE 



Now a totally different subject, back to the database of the last 
four tutorials. Thank you for the many letters that you have sent. 
I hope that I will have replied to all who have sent return 
stamped envelopes with their queries by the time this is pub- 
lished, and I apologise that some of you have had to wait a 
while for replies. Only one correspondent found the mistake in 
the last listing - look at line 3026 - the GOTO linenumber (3005) 
is nonexistant. It should be 3020! 

Quite a few of you have had the program crash in the sorl 
subroutine. 3n most cases this has been because you have tried to 
sort zero or one record! If there are two or more records in 
memory it works OK. To stop the problem here is a crash 
proofing fix r change line 3000 to read as shown in the inset. This 
will prevent the program from trying to do a sort if there arc less 
than two records. 



.Above - the subroutine to help with debugging 
your programs 



Amendments to the cassette database 



Well, that's it for this time ■ keep those letters coming. 1 would 
be pleased to hear from you concerning the Tutorial articles and 
any problems you have with Basic programminy. Please don't 
ask me to help with assembler and machine code, it is a waste of 
your letter and stamp! 

My address is: lan Fin Lay son, 
60 Rounds tone Crescent, East Preston, 
West Sussex, BTM16 1DQ 
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EI 1 REM H H HXWWHWHHH H WXHM HH HHMM HHi tKKM HH tt 

WP 2 REM * TUTORIAL SUBROUTINES * 

BI 3 REM * ADDRESS BOOK AMENDMENTS * 

LS 4 REH W by * 

ML 5 REM x lan Finlayson * 

ED 6 REM * * 

UF 7 REM * NEW ATARI USER - Decembers? * 

EP 8 REM M WMMMMM M M MHK M M M M MUM H H H MMM H HMMM H 

NO 3 REM 

Eft 3 000 H-LEN CDAT$1 /J.15 1 IF N> 1 THEN 3003 
OU 3901 ? "ft*+*CAN NOT SORT LESS THOME TWO 
RECORDS" ! ? ,, +|*PBESS A KEV TO CONTINU 

E" 

VI 3002 &OSUO KEYPRESS SHE THRU 
WY 3003 ? " 

::::: * "* ; ? 
Pit 3026 GOTO 3020 



XL/XE TYPE-IN 





EDUCATIONAL FUN 
FOR YOUNGSTERS 



Picmoties is an educational program 
aimed at young computer users or older 
ones who like the challenge of numbers, 
The program presents three levels of diffi- 
culty on each of the main four mathematical disci- 
plines, addition, subtraction, multiplication and di- 
vision. If you answer a question correctly a little bit 
of the picm grows, while a wrong answer means 
that the Atari's picture grows. The aim is to try and 
finish your picture before the computer. The prog- 
ram uses 2 pictures - a boat and a robot - which are 
generated randomly. These are drawn on a mode 7 
screen and each takes 12-14 turns to complete. 
That's all there is to Picmatics but it should prove 
both entertaining and educational to your children. 




by Ann O'Driscoll 



CI 

JC 

ro 
m 

ec 

UE 
CO 



REM H HMWHMHJiliMm 



I MM MS W Mi 



REM * 
REM * 

&en * 

REM * 



PICTURE MATHS 
by 

Ann O*»riscoll 



m 
m 



REM * NEW ATARI USER - D*Ce«berB7 * 
REM MKMMMHMMrtKMHMMH H KH U M H W H MMHMKHUM 



SET UP AHQ MENU 50 - ZOO 



Hit 0 REM 
CM 49 REM 

5N 58 DIM HAHf 1 183 , A$f 183 ,BSC9 J ,flL$ , 5 
JGH£ E6> ,G5 £6) («=■" " S HLS 1 3*1 =■■ "SB 

LSC23 -BLS3G5 = "HGI.L0 B$ = "TME ATARI" 
AH 66 ASK-388iBRK=358 ! RIGHT = 48 8 i MROH6-4S8 
: PIC-S88 S GRAPHICS * SPOKE 782,64 ! POKE 6 
S4»B:G0SUB BRK : GDSUB 1800 
CH 78 DATl-e:ftflT2-DflTi:MT=DftTllII=mT CRH 

D C83 *Z1 + 2 : IHP0=II«1B08 
6J (JB GRAPHICS 17JGOSUB BRK i DL-iPEEK tS&BJ + 
256*PEEKt5B13 ;F0» H=7 TO fipOKE PL+M,2 
:NENT N SPOKE DL+3,71 
ZQ 70 PUKE 78B,72:P0KE 787 , 280 : POKE 718,0 
± POKE 711 f 13B ! L = l : Y-I2 i GOSUB 23«iP0SIT 
IOM B.B:1F CH THEH G$i="0K ■■ 
HQ i 00 ? It6; G$ ; AS : ? »6: ? i(8i* HI Hha,t kind of 
sitMis would you tike? Press select far 
a category or OPTION for a" 
rr no ? M;"nett level . Press START to be 
gin f 11 : POSITION 5,12:? «6; "adding** : ? «* 
;■■ subtracting" 
AH 128 ? •»6j M multiplying":? fl*j" 

dividing 41 ! COLOR I: PLOT 4 i 17iDRAMT0 4, 
2J 1 &RAHTO 15,23:DRAHT0 15,19 
YC 130 DRAHTO 4 , 19: COLOR 131 ! PLOT 2 j 18 i AH 
AUTO Z, 17! DRAHTO 17,17:DRAWT0 17, 10 I PR 
AHTO 2, lOi POSITION 4, Y:? 
&R 140 IF PEEK [5327^5 =b THEH 258 
UJ ISO OH PEEK Cb J 2773 -5 GOSUB 280: OH PEEK 

CS32793 -3 GOSUft 220 i GOTO 148 
HI 200 FOR D = l TO 15 : SOUND O, 28 > 1«, 18 : HEN 
T D: SOUND 8 ,B,8,e:¥V~Y + ll IF YY>15 THEN 
VV=12 

HY 210 POSITION 4,Y!? B6 ; " ";POSITIOH 4, V 

Yi? 86 ; "***: Y^YY i RETURN 
OA 228 FOR D-i TO 15: SOUND 0 , 58 , IO , 12 : NEK 

T D: SOUND 8, B,8, 8 ! L=L+1 ] IF L>3 THEN L= 

1 

FE 238 POSITION 7, 21: GOTO 238*L*2 
PY 232 ? 96;" t3CT 1" tll=15TL2~10tL3=6:LC~2 
■RETURN 

IP 234 ? tis ; " fHamTT " : Ll=3StL2=25 IL3=18:IE 

=7; RETURN 

UB 236 ? B6j» [MSB *ML1-75!L2=8S!L3=12[LE 

-13 : RETURN 

OJ 2SO GRAPHICS 7 : DL=PEEK C5681 +2S6*PEEK C5 
611 ! SC=PEEK C88J+256»PEEK C87> SPOKE DL + 3 
,71 SPOKE DL + 6,6:POKE DL*B5,71 

YH 2 6B FOR H = 88 TO 98 ! POKE BL+K,OiHEHT N: 
POKE 708J14SP0KE 787,S6:P0KE 710,2B:P0 
ICE 712 , 8: GOSUB BRK 

HI 278 FOR N=l TO ^EHCASlJPOKE SC+H-ljASC 
CASfN*N?5 -32:NEMT N i FOR N-i TO 91PQKE 
SC+18+M, ASC CB& CH, H> 3 ~32 iNEKT H 

DL tOO LH=558+ fY -113 *5B: GOTO LH 

YK 2?? HtM ■rV^lNHTllHll lUi m^ M I I I I iM ■ 

SO 388 TRAP ilfliPOKE 764, 2SS ! ? CMRS <l2S> ; 
Mk; SIGHS ;H2i " = ** i : IHPUT ANS : RETURN 

PL 316 ? CHR? <?S33 : ? CHRS (1253 ; i ? "nunfcpr 
5 only p lease" ;FOR D-i to 588:NEKT d:g 
OTO 308 

HA 349 REM ■ECJjj^7«W?"5FI iTH;M ^' ^ 

LU 358 POKE 16, 64: POKE 53774 ,64 ; FOO P~lBO 
TO O STEP -4: SOUND 0 d P , 1 8 , 1 Z : N E H T P:R 
ETIIHH 

EM 37? REM EljUnHT-' l TT i t'KIrM Kl ^ ^1 

QP 4B« DAT1-DAT1+101DAT-PATI : K-8 i H=3 ; P"b8 

: GOSUB PIC : GOTO *LN 
VY 450 DATZ-*>ATZ+18:DAi|-DAI2;H=80;H J :V> 2 
(t a i GO SUB Pit: : f OR D= 1 TO 800 ; HEKT D t l»D T 
0 LH 

IP 4 7? REM EHM ^M^^l* * :« *fcBgfcM 
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KY TiUO COL Oft H : 50UND tf , P , 10 . 1 2 : BE 5 1 Gift Dfl 
T+INFO ! READ it : IF R<8 THEN b?(l 

UH SIO RtflD HV-IDH N-O TO Ui*rHKAD PLO 
f A + H ,H~N : DRAHTO B +H , R-W : NEXT M 

ICR 520 IF R=5 THEN COLOR 9:FOft H-t TO 3 i R 

I e*t> a ,b; plot a+k,6;for h=i to 4: read c 

, D iDRAHTO C + X r D : MEHf H;HEXT H 
UH 536 IF R<4 THEN READ R2 ;COLOR i'FOR H = 

I TO R2;READ A,B,C,D:PLOT A1K,H: Oft AH I CI 
G + X , 0 : NEXT N 
»l 546 FOR D-l TO 28 : N£k I 1> : s 0 HMD «,(I,HJ 

: IF R<>8 THEM RETURN 
Mb bb|J POP :GOT0 boo 

LJ 6BO N 1 - 1 N I t H Nt> (H)#l iHi HN7 IHI [ RHI> f 0 J 

*H_2>+tC ; IF Nl+NZ-ANS THEN 060 
VI hie 5ICNS = " 4 " ! GOSUB ASK ? IF ANS-M1-I-N2 

THEN GOTO HII.HI 
LJ 62* ? £HR$fi25] ;Nlj5I£tt$jN2j" - ";N1+N 

2 ! GOTO WRONG 
CC 650 H1=IHT CRND C0)*L19 +LE*2j N2-IMT fftNfrt 

03*tLZ3 +LE: IF H I <N2 OR N1-N2<LE OR N1~N 

2=ANS THEN 6SB 
ZM 660 SIGNS—" - '< : GOSUB ASK : IF AN5=H1-H2 

THEN GOTO RIGHT 
UK 678 ? ' , t"lNl;5IGNS;N2;** s " j H>JL _ N£ j 6L 5 : 

GOTO WONG 

YO 708 N1~INT CRND (81W-L3) +L**2 ! N2-INT CRND CO 
J*L3J+L+l:IF N1*N2=AN5 THEN 708 

OH 718 5IGNS = tf H ": GOSUB 0 *iK : IF AN5~Nl*MZ 
THEN GOTO RIGHT 

OR 728 ? "t"?Nl; SIGNS; N2J" = ■■ J N1HM2 ; BLS i 
GOTO HRONG 

8T 7SO N 1~~ IH T CRND CB> *L35 *3 ; N2 = CINTCRNb C0> 
*L3J +3J*N1 : IF H2/N1-AN5 OR NZ^N1<=I_»2 
THEH 758 

WJ 768 ^IGNS^ r INTO "! GOSUB ASK ; IF ANS^NZ 

SML THEN GOTO RIGHT 
WU 778 ? "t" ; Nl j SIGNS J N2 ; ** S " J N2/H1 ; BL$ ; 

■GOTO WRONG 

WR 000 FOR P-lOO TO « 51EP - ST ; PP~PEEK E708 

3 2 SOUND 0 , P ,. 18 j 12; POKE 780 , PEEK C7893 : P 

OKE 70*, PEEK C 7183 
WG 818 POKE 716, PP; NEXT P:MAH$ = AS I IF DAT2 

= C>OT THEN NArt$=B$ 
ML 828 ? CHRSC1253 ; HAMS ; " I4I.N 5 ! " j F OR D = l 

TO 386 : HEHT Di? CHR$ C 1253 j "PLAY AGAIN 

<Y/N> ?" 

NP 838 FOR D-l TO 200 : IF PEEK £7643 O 35 AH 
8 PFFK(?6<) <>43 THEH NEXT D ; GOTO 020 

IJ 048 ROP !IF PEEK f 764J -43 THEH GR-1 : POK 
E 764, 255 i GOTO 78 

FT 858 POKE 764,266 1 POKE 82 r 2 ! GRAPHICS 0! 
END 

JL 999 REM ■MIl'MTI | ■ 

OV lOOB DL -PEEK C56B) +25C*PEEK CS013 ; POKE D 

l_+6,6:P0KE PL+7, 7j POKE D L + 1 6 , 6 : POKE DL 

+12, 7! POKE 752,1 J POKE B2,8 
BU 1B1B POKE 789,142 1 POKE 78 9,222:1*01*1- /\ 

8,B:P0KE 71i J lI6:P0SniUN 14,0:? "MELC 

ONE TO"! POSITION 23,1 
JH 1820 t "PICTURE MATHS" ! POSITION 2,4:? 

"test »oup brain**i POSITION 21,5:7 "aga 

inst the ibfclA" ; POSITION 8,? 
OB 1030 ? "The ATARI Will ask you ;dhp su 

ns. Type your answer and press RETURN 
—if y ait are" \ 
Ul 1840 ? "riqht your picture wilj grow, 

but if youget a sum wrong then the ata 

RI 1 s pic turegrows , 
jy i860 ? "because it knows all the answe 

rs . Try to Finish your picture first!" 
YC 1868 position a,!?!? "Please type your 
nane and press RETURN";? : INPUT R16;N 

AM$! IF NAM$="" THEN I860 
AN 1078 FOR N = l TO LEH (NAHS3 ". I T ASC CNAM$ C 

H,H)}>31 ANB ASC CNAM$ it* , HI 3 <9i T HEN 11 

OO 

UB 1880 ? CHRS C2533 : POSITION 8 # 1?J? "Use 



CAPITALS only niposf 

FDR D=i TO 788:HEKT D 
NO 1090 POSITION 8,13:? BL$;BL$:GQTO lO€0 
PP 1180 HEM I N:A£ = NAN$ : Hi KIRN 

ML ZOIO DATA 64, ? , 1 b d h tJ ,15/81 a 14,62,13^63 

, 12, 64, 11, 65, 18, 6b , * ,67 
EK 2020 l>ATA 56 , 3 , 8 , & B , 7 , 63 , 6 r 70 , 5 , 71 , 26 , 

50, 26, 58, 26 , SO, 26, 58 , 26, 58 , 26 , 58 
HU 28 SO DATA 2 , 8 , 38 , 4£ # £8 , 4 , 3 ? , 4 5 , 3 » , 4 , 40 

, 46 p 40, 4, 17 , 64 , 59, 64 , 6, 53, 78 , 53 , 26, 46, 

56, 46, 26, 52 , 26, 47 , 58, 52 , SO, 47 
ZI £848 DATA 5 t Z 9 , 58 , 32 , 58 , 32 , 46 , Z ? , 48 , 23 

, 58, 36, SO , 3 9, 58, 3 9, 48, 36 , 4 0 , 3 6 , 58 ,4X^5 

8, 46, 58, 46, 48 ,43, 48,43, 58 
DG 2850 DATA 44 > 11,4*35,5, 35,6,37,7,37,8, 

35, 3 , 35, 10, 35, 11 , 35 , 12, 35, 13, 35, 14, 35, 

15, 35 

AE 2868 DATA 32 , 3 t 18 , 35 t 17 , 3 5 , 18 , 35 , I » , 35 

, 28, 35 r 21 , 35, 22, 35 , Z 3 , 35 , 24 , 35 , 25 , 3S 
YO 2870 D ATA 22 , 3 , 26 , 35 , 2 7 , S5 , 28 , 35 - t Z 3 , 35 

, 30, 35, 31 , 37, 3Z , 37, 33 ,X5, 34 , JS, 3E # 35 
JS 2880 RATA 36 r 7 , 43 . 74 , 43 P 73 , 41 , 72 » 41 , 71 

,43, 78 , 43 „ 5? , 43 ,68, 43 ,67 
RK 20^0 DATA 28 , 7 , 43 , 66 , 43 , 65 , 43 , 64 , 43 , 53 

, 4 3 , G2 , 4 3 , 61 , 4 A , b 0 , 4 S ^ ^ 
EE Z188 DATA 28, 7,43,58,43,57,43,56,43,55 

, 43 ,54, 43 ,53, 43,52, 43 M 51 
DZ 2110 DATA 12, 7, 43, 58 ,43, 4S r 43, 48 , 4 3, 4 7 

,41,46,41.45,43,44,43,43 
LI 2128 DATA 8,11,4,44,35,13,74,36,43,6,3 

1, 4, 37, 4, 31, 4, 31, 7, 31,7, 37, 7, 16, 64, S, 5 

3 j 6 0 j 64' j 71 j 53 
EN 212S DATA 43,36,43,5,35,44,35,13,4,44, 

34,44,44,36,74,36 
PY 3880 REM ■iM^llTilCTi 

81 3018 DATA 7Z>ll,Z8,38„ZO,38,22,29,22,2 

9, 24 , 26, 23,29,23,29, 23, 29, 23, 2*, 23, 2*, 

23,29,24, 26 
Hr 3628 DATA 72,11,32,42,32,42,33,40,33,4 

8,34, 38, 33, 39, 33, 39 # S3 , 39 , 33 , 3 9 , 33 , 3 9 , 

33,39,34.38 
JI 3830 RATA 60,11,24,26,23. 29,23,29,23,2 

9,23,29,23,29,24,28,24,28,23,29,2 3,29, 

23, 29. Z3, 29 
EZ 3448 DATA 60,11,34,38,33,39,33,39,33,3 

9, 33 ,39, 33,39,34,38, 34, 38, 33, 39, 33, 39, 

33, 39, 33, 39 
GT 3858 DATA 48,11,20,42,20,42,19.43,19,4 

3 , 28, 42 , 26, 42, 19, 43, 19, 43, 19, 43, 19, 43, 

19,43,20,42 
XA 3068 DATA 36,11,28,42.19,43,19,43,19,4 

3, 19, 43 , 19,43, 18,44, 16, 44 , ZZ, 48 , 36, 32 , 

29,33,38,32 
OT 3070 DATA 39,11,12,16,12,16,11,17,11,1 

7,12, 16,12,16,12,16,12, 16, 12, 16, 10, 17, 

10, 17, 18, 17 
OX 38SO DATA 39,11,46,58,46,58,45,51,45,5 

1,46, 56, 46,50,46,50,46, 50, 46, 58, 45, S2, 

45, 52, 45, 52 
UA 3098 DATA 51,11,11,17,11,17,12,16,12.1 

6,12,16,12,16,12,16,11,17,11,17,12,16, 

12,16,12,16 
BT 3108 DATA 51 , 11 , 45, 51 , 45 , 51 , 46 , 58 , 46 , 5 

8 ,46, 58, 46,58,46,58,45, 51. 45, 51, 46, 58, 

46, 50, 45, 58 
UK XilO DATA 5,24,30,38,30,36,36,24,36.24 

, 38, 24, 44, 24, 39, 28, 39, 28, 44 , 24, 44, 38 . 4 

4, 38 ,39, 34 ,39, 34, 44 , 38, 44 
VD 3120 DATA 24 , 14 , Z9 , 33 , 21 , 41 , 21 , 4 1 , 26 , 4 

2,28,42,21,41.21,41,21,41,21,41,21,41, 

19,43, 19.43, 21,41 , 21,41, 23, 39, 26,37 
KA 3138 DATA 5,24,22,38,22,36,28,24,28,24 

, 22, 24, 12, 28,12, 2B, 16, 24, 16 ,24, 12, 34,1 

2, 38, 12, 36, 16, 34, 16 , 34 . 12 
EZ 3140 DATA O , 9 , 2B, 72 , 30 , 72 , 3 Z , 7Z , 42 , 72 , 

24, 9, 38,9, 28, 49, 42, 49 
RT 3145 DATA 11,51,17,51,45,51.51,51,26,3 

3,36,33,26,14,26,14, 36,14,36,14 
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RANDOM NOTES 




This has really been a bod month for me. Yes, Murphy's 
Law still ojles - if it can go wrong it will, First I had the 
news that I was booked for a residential course at the 
some time as the November 8-bil show, which I will now have to 
miss, then my Blackthorn interface died and it is sorely missed, a 
heavy bout of flu and finally the news that some of my mail had 
disappeared. 

1 had a letter asking about some previous correspondence. The 
first letter I did not get so some problem has occurred with the 
post. The only outstanding letter (as I write this article in the 
middle of October) is from Mike Bulderstone, who would have 
hod a reply by now if my interface was working and I could write 
some routines for him (something I do not do unless I can test 
them), so if you are still waiting for an answer to an SAE yon will 
have to write again, I'm afriad. I did not receive your first letter. 
If 1 get o replacement interface then I will lest your program and 
write to you Mike, but one of your problems was answered in the 
last edition. 

I read in the computer press recently that the ATARI 400 
computer is well and truly deceased. ATARI has sold the 
numbeT 400 to IBM for an undisclosed amount. ATARI 
seemed to hold the copyright for this number and IBM wonted 
no disputes about their own 400. For some reason known only to 
ATARI, the 400 was originally called Candy' and the 800 was 
endearingly called 'Coleen' I wonder if the ST had such a name 
during the research stage, anyone know? 

Does anyone have a solution to the dreadful 130XE 
keyboard connector? Sometimes my keys just will not 
work and I know it is the edge connection but I do not 
fancy the idea of working with this flimsy bit of plastic. 1 would 
love to use a proper edge connection and hard wire ribbon cable 
system but the plastic ribbon and keypad matrix are all one. 
It has been really fascinating reading the last few issues of the 
magazine. Here 1 sit all alone hammering away at an article 
having no contact with anyone else, yet when my article is 
printed, the comments 1 make are answered by other articles in 
the same magazine. Do 1 suffer from prescience? Or do we have 
an excellent Editor? 

The first thing I do when the magazine arrives Is to read 
my column to see just how much the Lord and Master' 
has changed it. J also look at the CONTACT column and 
have been wondering why so many 6-bit systems are for sale. If 
you nice kind people would fill in the next reader survey we 
could maybe establish the cause of this sudden surge in 8-bit 
sales. Con the Contact Column be so successful? Are these people 
getting out of computing? Getting away from the 8-bit? Or are 
they getting away from ATARI altogether? Actually, sometime 
soon, I shall be having a sale of a lot of hardware and software* 
items that 1 never use now. They take up much needed space 
and it seems a shame that they just lie around the house, so you 
might just see my name in the CONTACT column. 
Talking of taking up space, hands up those who have been 
caught out by the vapourware trap. Thankfully this practice is 
not os prevalent as it once was, but if you know of a firm who 
practises this then drop us a line. Sometimes the shop cannot get 



the goods as promised so it is not their fault, but sometimes they 
play on this, 

One of the things that I will be looking forword to is a 
report on the November show. There will be many 
people who will not attend but will wonder what it was 
like. PAGE 6 has a policy of telling how things really are but 
many readers do not believe that. Would they believe other 
readers? Why not give us your impression of the show? After all, 
this really is a milestone for ATARI 8-bit users in the UX 

I still log on to the Gnome At Home' BBS (and CYMRUTEL, 
but the liogns are too noisy most of the time - insider joke! 
- take note PAZ!). I know a lot of people are interested in 
this so I will be sending the Editor a list of B&S telephone 
numbers sometime soon. They ore for both the ST and 8-bit 
machines so, if you are interested you could always send him an 
SAE and get dialling. 

Being a confirmed computer user, I receive dozens of 
computer magazines in the course of a year, absolutely 
free. Most of these have a cover price but the advertising 
revenue usually pays so well thot they can become freebies. One 
of these is APPLE BUSINESS - for Macintosh solutions' a very well 
put together magazine with a cover price of £2,00. When, I 
wonder, will we see an 'ATARI BUSINESS magazine for the 
serious ST user' appear? 

I have had several letters from Gavin Moran about the 
ATARI users in N. Ireland. The situation can be summed 
up in words like - abysmal, bleak, non-existent etc. Not to 
be deterred, Gavin would like to set up a user group. So I would 
like to take this opportunity to mention that if anyone is interes- 
ted in helping him out then please write to him. He would also 
like to hear from Matthew Tideman of Lea Volley Users. On the 
same subject, Steven Wilds has set up a user group in Spain and 
would appreciate some new members. They can be contacted at 
the following addresses: 



Gavin Moron 

398 Canterbury Way 

Stevenage 

Herts 

SG 1 4DZ 



Steven Wilds 

c/poyesas 

30 Pollensa 0746 

Mallorca 

Spain 



Finally, a hearty thank you to Sandy for the loan of 
Tari-Talk so that I could port my word processor files over 
to the ST. A pity it did not work both ways - that wouid be 
security! This will also give me the opportunity to port some 
programs to try out the 8-bil emulator. 

I really must go now, all that talk about the 'Friday, 13th' virus 
has reminded me that I really should hack up my hard disk 
again and not take any chances. I hope that no ATARI users 
were tempted to spread this malignancy! 

Write to Mark Hutchinson, at: 
1 Hollymount, Finaghy, Belfast, BT10 QGL 



46 New Atari User - Issue 41 



A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 



TOP 10 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



JOYSTICKS 



Black Lamp 7.95 

Star Wars 7,95 

F-1 5 Strike Eagle ........ S.95 

Tiger Attack 6.95 

Silent Service 8.95 

Kenny Dal g lis h Soccer 7.95 

Atari Compilation „. 4.95 

Spy vs Spy Trilogy 8.95 

Mercenary Comp 9.95 

Atari Aces 4.99 



Draconus 9.95 

Pit Stop II 1195 

Eternal Dagger 14,95 

Carrier Force 16,95 

Right Simulator 2 29,95 

Alternate Reality - 

The Dungeon 14,95 

Planetarium 16,95 

Mini Office II 1 6.95 

Star Wars 12.95 

Silent Service 11.95 



Pole Position 12.95 

Galaxians ... 9.95 

Defender 9.95 

Rally Speedway 8.95 

Designer's Pencil 9.95 

Pacman 9.95 

Donkey Kong Jnr 12,95 

River Raid ™, 8,95 

Ms Pacman , 12,95 

Hero ., 8,95 



Pro 500 clear/black 14.95 

Cheetah 125+ 8.95 

Konix Navigator 12.95 

Qui* Shot Turbo 12.95 

Pro 5000 extra 18.95 

Atari Standard 4.95 

Pro 5000 'Glow' 18.95 

Konix Speedking 9.95 

Konix Autofire ...10,95 

Euromax Elite 9 95 

Euromax Autotire 11,95 

Atari Trackball 7.95 



TOP 20 BUDGET CASSETTES 



Ghostbusters ., 2.99 

Encounter 2.99 

Thunderfox 2.99 

Football Manager 2.99 

Boulderdash 2 2.99 



Gynfighter 1,99 

Chuckle Egg 2,99 

Ninja Commando 2,99 

Slingshot 2.99 

Pitfall 2 2.99 



Boulderdash 2.99 

Speed Ace 2.99 

Speedzone ... 1,99 

League Challenge ...... 1.99 

River Raid 2.99 



Henry's House 1,99 

Zybex 2.99 

Las Vegas Casino 2.99 

Hardball 2.99 

Superman 2.99 



GAMES 



Cass. 



Leads rt>oard 

Sumner Garrits 

Gauntlet 2.99 

Smash Hits 1 - 7 {each) .... 

Living Daylights 2.99 

Trivial Pursuit 1 2 95 

Mercenary Compendium .... 9.95 

Spy vs Spy Arctic Antics ... 4.99 

Spy vs Spy Trilogy B.95 

Fighter Pi Ipt 7.95 

Aztec 4.99 

Polar Pierre 4.99 

Mr huLiuI '199 

Beta Lyrae 4.99 

Hits VOL 1 4.99 

Boulderdash £ 2.99 

Arkarraid 2 99 

Trallblazer 

Solo Flight &.95 

Silent Service 8.95 

F-1 5 Strike Eagle B 95 

Spyhuntef 

The Eidolon 

Mlrax Force 2 99 

Hacker 4.99 

Rescue on Fraclulas 

Ballblazer 

FtampAga 

Shoot 'em Ups 4.99 

Platform Perfection 4.99 

Splndkzzy 2.99 

International Karaite 

Touchdown Football 

Spitfire 4Q • 4.99 

Draconus 6.9S 

Druid ,- 4.99 

Brian ClOugh's Football Fori. £.93 

Pooyan 4.99 

Amuiiijiil RoadracB 

Strip Poker 

European Super Soccer 8.95 

Hard Hat Mac 

New York City 

Crumbles Crisis 

Freaky Factory 

Starquake 

Prep pie 2 

Laser Hawk 

Colossus Chess 3 

Sidewinder 

Joe and the Nuclear Caverns .. 

Nuclear Nick 

Knockout Boxing 

Sunstar 



Disk 

11.95 
12,96 
11.95 
6.99 
9.95 
14.95 
12.95 
6.99 
9.95 
10.95 
6 99 
6.99 
6.99 
6.99 
6.99 
6.99 
9.95 
9.95 
11.95 
11.95 
11.95 
6.99 
9.95 
&,95 

e.90 

6,99 
5.99 
6 99 



6.99 
6.99 
6.99 
5.99 
9.95 
9.95 

12.95 
4.99 
5-99 
D.99 

12.95 
4.99 
4.99 
4.99 
4.99 
4.99 
4.99 
4,99 
4.99 
4.99 
4.99 
4 99 
4.99 
299 



GAMES 



Cuthbert Goes Walkabout 

Fort Apocalypse 

Tomahawk 

Pin ball Construction Kit .. 
Music Construction Kit ., 



XL XE CARTRIDGES 



Cass. 



isk 

99 
.1-9 

.95 
.95 



9.95 



ADVEMTUR ESTRATEG Y 



&allyhao 

Hollywood Hiiinx 

J irtxtfl r 

The Pawn 

Lancelot 

Tine it Macjk 

Lurking Horror . 

Ingnd's Back 

Guild of Thieves .. 

Knight Ore 

Cloak ol Death 

The Golden Baton 

Alternate Reality City 

Alternate Reality Dungeon 

Gunshnger 

Eternal Dagger 

Saigon 3 Chess 

Theatre Europe 

War m Russia 

Carrier Force 

Batlie ut Antietam 

Panzer Grenadier 

Balltetrusiar 

Warship 

Meth Brigade 

Colonial Conquest 

Sons of Liberty 

Flight Simulator 2 

FS2 Scenery Disk - Japan 
FS2 Scenery Disk 

- San Francisco 
FS2 Scenery Disk - No. 7 .. 

221 B Baker Slreet ..... 

Jewels ot Darkness 

Vietnam 

Auto Duel 

Conflict m Vietnam 

Crusade in Europe 

Decision In the Desert 

Colossus Chess 4 

Kennedy Approach 



Cass. 



Disk 

9.95 
9.95 
14 95 
14.95 
11 95 11.95 
11.95 11.95 
11.95 
1t.95 11.95 
14.95 
11.95 11.95 
2.99 
2.99 

14.95 
14 95 

9.95 
14 95 
14.95 

M 95 
16.95 
16.95 
16.95 
16.95 
1695 
16.95 
1695 
16.96 
16,95 
29.95 
14.95 

14.95 
14.95 
9.95 
11.95 
9.95 
14,96 
11.95 14.95 
11,95 14.96 
11.95 14.95 
6.95 12.95 
B.95 12.95 



XL XE CARTRIDGES 



Missile Command 9.95 

Donkey Kong 12.95 

Donkey Kong Jnr 12.95 

Pangp ,,. 12.95 

Dig Dun 12.95 

Pole Position 12.95 

Millipede 12,95 



Typo Attack 

Star Raiders 

Skywriter 

Star Raiders II „ 

Loderunner 

OriF cin Ons Basketball 

Battleaone 

David's Midnight Magic (Plnbaiiy 

Archon 

Rescue on Fraclulas 

Bii'lblajui 

Blue Max 

Defender 

Galaxian 

Real Sports Football .„ 

Tennis 

Moon Patrol , 

Robdtroil 20BA 

Ms Pacman 

Jousl 

Final Legacy 

Hero 

River Raid 

Mega Mania 

Dreadnought Factor 

Pitraii 2 

Designers Pencil 

Rally Speedway , , 

Miner 2&49er 

Mr Cool 

Eastern Front 1941 



12.95 
9.95 
9.95 
14.95 
14.95 
14.95 
14.95 
14.B5 
1496 
14.95 
14.95 
14.95 
9 95 
9.95 
9 95 
9 95 
12.95 
1?9f> 
12 95 
12.99 
12.95 
095 
B 05 
895 
6.95 
895 
9.95 
8 95 
B 35 
8.95 
B9f, 



UTILITIES 



ftOM Disk 

Mini O+lrce II 16.50 

Atari Writer 29.95 

Atari Writer Plus 29.95 

Macro Assembler 19,95 

Microsoft Basic 1 1 19.95 

Silent Butler - Personal Finance 16.95 
Planetarium 16.95 



BUDGET CASSETTES 



Rockrord 2.99 

System 8 Pools , 2.99 

Gresn Beret 2,99 

BMX Simulator 2.99 

Phantom , 2.99 

Transmutor 2.99 

Panic 2.99 

On Cue 2.99 

Prg Gjpll 2.99 

•locky Wilson's Dans 2.99 

I ittls Devil 2.99 

Screaming Wings 2.99 

Domain ot the Ondead 2.99 

Survivors 2,99 

Red Max 2.99 



BUDGET CASSETTES 



Nucleus „ 2, 

Up. Up & Away 2, 

Cosmic Pirate 2. 

Cygnua XI 2 

Revenge 2 2, 

2, 

2 

2. 

2, 

2. 

2 



Last VS 

Grand Pnx Simulator 
Footballer of the Year 

Mr Dig 

130 

Wharlynurd 

Warriors of RflB .. 2 

Tapper 2 

Twilight Wnrld 2 

Deatti Race 2 

Pm Mountain Bike Simulator 2 

Spellbound 2 

Zaxxon 2 

Super Zaxxon ,.,,„ 2 

Invasion 1 

Daylight Robbery ,,„,,,. 2 

Spooky Castle 2 

Molecule Man „ 2 

forbidden Forest 2 

Cups & Robbers ,,. 2 

Video Classics 1 

Pothole Pete 2 

Feud 2 

Crack Up 2 

River Rescue , 2 

Crystal Raider 2 

Chimera 2 

Storm 2 

Gun law 2 

Frenesls 2 

Action Biker , ,„,,..,,.... 2. 

Desmonds Dungeon 2. 

Leapster , 2. 

Micro Fthyinm 2. 

Thrust , 2. 

Space Shuttle 2. 

Special Delivery 2. 

Joe Blade 2, 

Double Trouble 2. 

Tanium 2. 

Paladown 2. 

Gridrunner ...,„.„ 2. 

California Ftun 2. 

Sub Commander 2. 

Dawn Raider 2, 

Soccer z. 

Bomb Fusion 2. 

Periscope Up 2. 

DiZ2y Dice 2, 

Milk Race 2. 

Winter Wally 2, 

Monkey Magic 2. 

Kick Slart 2 

LA. SWAT 2, 

Stratosphere 2. 

Rogue 2, 



99 
DO 

99 
M 

93 

99 

m 

.90 
93 
.90 
99 
.99 
90 
.99 
99 
.99 
99 
£9 
90 
99 
90 

eg 

.90 
9C 
.90 
90 
99 
90 
99 
90 
9.9 
.99 
99 
.99 
99 
99 

ee 

99 

gg 

99 
99 
99 
09 
Bt9 
09 

eg 

09 

99 
09 
99 
09 
09 
99 
09 
99 
99 

m 



FULL RANGE OF ATARI 2S0Q CARTRIDGES M STOCK 

219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire. WS11 2DD H _ _ 
Telephone (0543) 466577/8/9 P-x^ 



Add 50p ta orders less than E 5, DO. All prices correcl al 
time of ping to press. Access or Visa orders welcome. 
Please add El per Item tor overseas 

Please make CKequB m PMtai Order* payable to: 
'MILES BETTER SOFTWAHr 
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FOR SALE 



XE SYSTEM: 65XE with enhanced cartridge 
interlace, XC12 recorder, joystick, games 
tape, manual Boned anc used once. £5f - 
Also new & boxed XC12 reorder. £20. Tel: 
Hay on 01-529-8140 alter 5pm. 

MODEM: Industrial specification - 300 & 
1 £00 baud; suitable for most computers with 
RS232 caftle, C7$.00 (poslage extra). Datan 
interlace plus software jot XL'XE], £26.00 
extra. Phone Howard on; 0423-879533 after 
6pm or weekends. 

HARD DISK SYSTEM: Supra 20mb Hard 
DISK, SpartadOS, 6O0XL, 1G50 Q'Drive, 1029 
Pnntor. 101 P Recorder, Pro 5CO0 joystick. 
Mini Oflic* It plus other software and books. 
£450 o.n.o. Phone; Clive on Stomngton, 
Wes1 Sussex (0903) 743402 

fi-BIT HARDWARE: Atari 1020. EB0, new 
Touch TeWet, £30, 1010, £15, SOOXL - laulty 
With DO leads - otters.? 1064 Ram Pack. £40. 
Boxed with manuals, etc. Tel. Pete on 
0923-673553 after 6pm 

XL SYSTEM: 3O0XL, 1050 dfek drive and 
1 Die; tape recorder (pause button problem), 
complete witrt loystick. lockabte disk box 
wih ten brand new blank, daks (Inmac), 
covers and original mslruqlion books. A very 
good selection of flames or dis«, tape and 
cartridge lover 45 varied games! plus 30 
Atari Users from as 1ar back as March 1985 
- Vol. 1 No. 1 1 . Everything in brand new con- 
dition and art boxed. £160. Phone: 
01 949-7104 after 4.30pm. 

XL SYSTEM; 400 and 900XL OOlh ir work- 
ing order and good condition. 400 tape re- 
corder and one other recorder. 1050 disk 
Olive including home tiding disk. DOS 2.5. 
blank disks, plus games on disk. Cartridge 
games Include Track & Field. H.E.R.O. and 
Pole Position Joystick, around 30 Atari User 
mags, all leads and plugs. Pnone 
01-770-0757 aPie* 6.30pm. 

ATARI USER: 1 complete set 'rem the first 
Issue to the last (Nov. '8S;-, mint condition. 
Any otters'? Wme to: P.O.Box 0556, GR- 
10010, Athens, GREECE All letters will be 
answered . 

XL SYSTEM: SOOXL wilt' Phorcmark cas- 
sette recorder, £40 worth Ol SQlforare on 
cassette plus Cheetah 12S+- joystick £100, 
Telephone: 0536-62221 after 6pm. Buyer 
must coned (Nonhants area). 

XE SYSTEM; 130XE computer. 2 x 1050 
disk drives - one wnh I.S. plate - 1010 
cessetle. Gremlin grabber, Syricafc. Mini 
Office II. loads o1 software, accessories and 
games on disk, cassette and cartridge. All 
with dust covers and original packaging as 
new. Set ot Alan User and Page 0 maga- 
zines (all Issues) and joysticks. All for £300. 
Phone Paul on : 0268-4 1 41 05 after 6pm. 

PRINTER INTERFACE; Graphix AT Centro- 
nics, tor S-hit Atari. £25. Phone Grave send 
l0474i-:«LJaSD. 

XL SYSTEM: BOOXL H 1 0 disk tirwa and 
1050 disk drive Many $ames and utilities,. 
£140. Phone (D634)-36237fl. 

ST system: 520STFM with hair meg disk 
dnve. mouse, joystick. In v.g.c. and futty 
boxed plus quality gamas including Lombard 
RAC Rally t only £240 o-n.o- Phone Karl on: 
0825-861946, 

PRINTER' PLOTTED 1020 colour version 
with spare set o1 pens. In brand new condi- 
tion. Ideal starter printer lor listings, £30 
PLUS P'p. Phone Peter on Macclesfield 
(0625)-207ea. 

DATA CASSETTE; 1010. boxed as new. 
Used only twee, £15 o n o. PLUS £2.00 
postage rl you car not collect. Phone: 
0543-374496 (West Midlands). 



XE SYSTEM: 13GXE, 1050 disk drive and 
dlsKs including T.jrbc Basic and Transdisk 
IV, XC1£ cassette deck wtlh a few casset- 
tes., also Atari Users, Page 6, New Atari 
User magazines plus reconditioned colour 
T.V. G4fers around £150. Buyer collects and 
will nol split. Phone Bilston (D9O2)-43309 
after 6pm. 

8-BIT BARGAINS: f'aflfi 6 issues lC-20. 
Any otters? Alan disks, cassettes and car- 
tridges. 80 ditlerent games tor sale, worth 
£230 new. Sell in as new concWon tor £130. 
Telephone Barry Archer on 0268-751333 
after 6pm. Buyer collects . 

SEGA MASTER SYSTEM: With light gun. 
Two games lor Die system and three 1or Ihe 
gun. Wonh £149 B5. sell tor £100,00 O.n.o. 
or Ewap For an XF551 disk drive + DOS, Is 
anyone in the TELFORD AREA interested Ir* 
setting up a user group? Phone Sacha on 
0952-595 1&4. 

XL SYSTEM; BO0XL * Omnimon, 1050 + 
US Doubler, XC12, all with original Hand- 
books, Hi-res mono monitor (with audio 
amp), 2 joysticks, 160+ games, utilities, etc. 
1 100 disks in box), cassettes, 1 DO Page 
6/Atari User magazines, official Atari publica- 
Uons l user rides OS listings etc;, Mapping 
the Atari. Your Atari Compuier. spare 
00OXL. casselte, [OySliCk, games and PSU - 
all workirg. Absolut bargain al £250 (may 
split) or swap For TANDY 120 LAPTOP Of 
w.h.y. (anything electronic). Phone Dave on 
Tyneside |M1)-4S4-490S afler 6pm lor lurlh- 
er details. 

XL SYSTEM; 8O0XL, 1050 disk drive. 1010 
tape recorder, 1 020 printer/plotter with spare 
papw and pens, with around £1 00 worth ot 
sottwera. Genuine reason lor sale, £200 
O.n.O. Telephone: 0373-B 12062 (Evenings). 

XL SYSTEM: 80OXL, 810 4 1050 dtsk 
drives. 650 interlace mcdule. 810 cassette 
recorder Touch Tablet ard Atari Artist Lois 
ol software including Text and Sped Wizard, 
A gooc condition fo sohts pease £325 
r>,n.o Phone 0266-473246 (AnsaphoneJ. 

XL SYSTEM; SOOXL and 1010 recorder, 
leads, over 60 games. 2 joystK*s, Atari User 
magazines From Issue 1 , manuals, Original 
boxes, excellent for beginnar. £90,00 O.n.o, 
XFS5I diss, dnve, 3 munlhs old, fully boxeu 
with leads, some gemas including Alternate 
Reality ' &2 and Draconus, Trensdisk IV. 
£140 0 ri-O. Phone Andrew Green on 
0602-201198 or write to: 4$ Downhem 
Close. Arnold. Nottingham MGb ePR. 

ATARI USER: Magazines For sale, Novem- 
ber 1 9$5 to May 1 969. £1 0 including a lew 
Page $ magazines end pp. Graham Had- 
Held, 9 Birch Way, Haywerds Heath West 
Sussex AH17 7SG. 

XE SYSTEM; 13QXE, XC12, XF5S1, $50 
interface, printer cable, trackball, Proline 
joyslick, Quickshol 2 Turbo joystick, speaker 
system video cable, £600 worth of disk sort- 
ware end cartridges such as S A W. Brand 
new a> boned with ranualsand in perfeel 
ccnoWon, plus mags, books and years sub- 
scription to Atari Explorer in ihe U S A., will 
deliver. £330 o.n.o. Tel. 0295 736739 

1027 LQ PRIHTER: In excellent condition, 
complete wilh al manuals, leads, ink rollers, 
ale . ESO.Q0. Tel. t;4iiy-6D2S66 ana ask for 

Chris. 

XL SYSTEM; 800XL wrin Happy-enhanced 
1050 disk drive, also joystick, mags, manu- 
als, disk box. £200. Tel: 061-336-6724. 

XE SYSTEM: 13CXE. 1050 disk drive. 1029 
primer, Touch Tablet, Editor/Assembler, 
joyslick, some software, lechnical bocks and 
magazines, £200 Also ftacaliTandy CP2123 
Intelligent Modem V21 . V23, Bell plus DUtrl 
interlace and soPtware, £120 0 n 0 Tel, 
0263-762033. 

XE SYSTEM: 65XE with XC 1 2 cassette, 
manual and joyslick wnh aooul 75 games, 
£150. Phone: Lee on Loughborouflfh 
t0509)-2 17955. (Must be ab*e to co«ect). 



8-BIT BARGAINS: 3O0XL - no power supply 
■ tit 1or spares only, £1Q. 800XL + power 
supply, working order out needs a replace- 
ment loystic-: port, £30. ROMs Base, 
£5.00, Mounleir) King, £4.00, Boulders & 
Bombs, £4.00, also some cassettes. Please 
■:■ ■ rn I >;AF tor Iie.1 A L arns, 24 A (flinch 
Close, Liverpool L14 aYG 

TAPE DECK: 1010 in org nal rj^ kir ^ with 
all manuals and leads, good working condi- 
tion but stop & pause keys damaged and 
require repair, £10.00 o.n.o. Box ol software, 
100+ programs - no spirts (ring for details), 
£70.00 Phone: 0364-73473 after 6pm (ex- 
cept Friday 8 Saturday) and ask 1or James. 

XE SYSTEM: 130XE with box. leads and 
manuals, only used 1or college reports, great 
Cnristmas present, 72 x 5.25" disks and 
lockable box, printer interlace and Atari Wri- 
ter Plus. Basic XE cartridge end dfek. firs* 
two voiumes ol Ala*i User and other $-bit 
publications. Any oders? Wlu spin Tele- 
phone: Holbeacn (04O6)-261 50. 

XL SYSTEM: 303XL, £30; XC12. £15: 1029 
Printer with paper feeder and software, £70: 
Commodore 1901 Monitor with Alan 8-bit 
lead, £140. 65XE, £50, Graham Whittle. 37 
Westfield Road, Bilston, West Midlands. 

ST SYSTEM: 520ST in mint condition, ius1 
over one year old. 1 meg internal disk drive, 
disk box:, many games, dust cover, mouse 
mat Pro 5000 joystick with joystidumouse 
ports extender, only £260 O.n.o. Telephone: 
01-542 3460. 

XL SYSTEM: 800XL, 1 050 disk drive, 1010 
cassette recorder, joystick, paddles, car- 
tridges, loads of disks including Ultima Ml, 
Phanlasie. Auloduel with over 60 maga- 
zines, all boaed. £150 but buyer must col- 
lect. Contact CoIbi on: 031 -554-7046 
(Evenings). 

XL SYSTEM: SOCxL with 1050 disk drive, 
Printer (Epson compatible), joystick, lots Or 
software and magazines, £210. Phone: 
0772-435254, 

6-BIT SYSTEM; 300 (not XL) plus 410 C3S- 
selte recorder wilh leads and over 35 games 
on casselte, £50. Phone: 051-636-6843 after 
4pm. 

PRINTER BARGAIN: 1029, boxed and in- 
cludes manual, *sk copy of 10-PRINT and 
disk 01 utilities lor printer 4Dumpl5, 
Dump1029, Font. List, Prmt 1029. etc], 
£75.00 o.n.o. Write to: Mr.G.D.WOOd. 4 Mat- 
lock Drive, Chadsmoor, Cannock, StatfS. 
WSll 2EN or Phone: 05435-5096. 

MIDI MODULE: ftolard MT-32, ideeJ lor ST. 
Muhi-timbra) synth unn with drum sounds. 
£250. B-bn software: File Manager SOD Visi- 
calc some games, also printer interlace and 
Dalari modem interface - offers? Phone: 
0702-610424. 

PrWiTERrPLOTTER: Atari make and in ex- 
cellent condition, onty £60,00- Tel, 
01-574-6249 (Southall. London |. 

XE SYSTEM: 130XE, 1050 disk drive, XCt2 
tape deck, 40 disks end 25 cassettes ut 
games., some old classics. Atari User mags 
NOS. 1-36. Page 6 Nos. 6-40. dusl covers 
and manuals Will not split, buyer id colled. 
£250. Tel. 061-633-7785 (Oldham) 

ASSEMBLER/EDITOR: Cartridge and 
manual. Other manuals: - Operating SySlem 
Listing (400,'aOC), De Re Alan {Training 
manual (or professional programmers), Atari 
Basic, plus 5502 programming 1ext books 
(2). £20.00. Phone: 0734-472478, evenings 
(Reeding). 

XL SYSTEM: SOOXL wilh full set Ol brand 
new ram chips, 1010, XC12, CkJckshoJ II 
joystick, over £200 worth ol software, all 
manuals, partly boxed and in perfect condi- 
tion Will deliver. £90 O.n.o. Tel. 0296 
738738. 



WANTED 



GET IT RIGHT: Qrig nal checking program. 
Can type >1 in myself 1 someone will lend it 
io me. Mr. J Simpson. 10 Ballot HHi Crescent. 
Bilsborrow. Nr.PreSlon, Lanes. PR3 0RX, 

DISK DRIVE HEAD: Help!! My 81 D disk 
drive head has finally died and I need a 
replacement urgently, ft hs an early 610 and 
is described m the 6t0 field service manual 
as 'The Head Carnage Assembly". I would 
arso i*.e to swap hints . ideas and programs 
with users from all over the world Write to: 
lar. Duncan, 1 Pearson Street. Clarence 
Qdns., Adelaide, South Australia. 
AUSTRALIA. 

PAGE 6 BACK ISSUES: Mumpers 1-19 
please. Reasonable price paid Ring Pfui on; 
051-355-1834. 

TECHNICAL HELP: Does aryona knew a 
source or supplier for the 13-pin 'D' socket 
dor use on home-buill interlaces) end plugs 
10 suit 1or ihe serial port on XE/XL machines 
please? fling Harry on; 0787-473t36 

GRAPH-IT: On cassette please. Also ATARI 
LOGO on ROM. Phone Pete on: 0604 
71&702- 

DISK DRIVE: 1Oh0 or XFbSl in good condi- 
tion. Phone Duncan on 027979 2531 
(Essex) after 7pm. 

TAPE DECK; 1010 in GOOD condition. 
Contad Matthew on Reading (0734) 
574167. 

XF551 DRIVE: Has anyone bought one el 
ihese drives in recent months? I am Irying to 
irace ihe whBreaDouls of drive serial num- 
ber: 01 783O0Q020. Reward for any useful 
information. Conlact Mick. 23 Sybil Road, 
Wif.nfich C.-.rw,. 3 E 13 3MG or phone: 
0945-5^7564. 

ATARI ARTIST; Wanled on cartridge and 
with Touch Tablet. Telephone Barry Archer 
on 0266-751333 after 6pm. 

1050 DISK DRIVE: Mlusl be ,n very good 
condition with all leads, manuals and some 
software Better g\\n it in Derby or Chester- 
1ieM area, Write quoting price required to : 
Steven wilds, C'Payesas 30. 074R i-oiiema, 
Majorca, SPAIN. 

PRINTER PLOTTER 1020 wanted, prarer- 
ahly with instructions, pens and paper. Write 
to John Robinson, Lady Hall. MILLOM, 
Cumbria LA18 5HR or Phone: 0229-716363. 

FOOTB ALL'"HUG BY SOFTWARE: Any c' 

this software 1or 65XE Orl cassetJie. cartridge 
or disk {XF651 1 that you would be willing to 
sell. Phone: 0874-730034 or write with Iis1 
to: Daniel Rooinaon, 17 Penconuin. Llangy- 
nidr. Nr.Cnckhowell. Powys NP8 1LT. 

ARCADE MACHINE (Broderbundf); Musi 
be in good condilion on cassette and with 
original instructions. Reasonable price 
please. Phone: C hester-Le-Slreet 
(Co. Durham) 3666154 on Mondays between 
5pm and 5.30pm. 

PAGE 6 BACK ISSUES: Numbers 1 10 16 
inclusive. Very generous otler made Con- 
tact: Phil ai 22 Rochester Drive, Eilesmere 
Port. Soulh Wirral or phone 051 -355-1 B34 
after 7.30pm. 

DISK DRIVE: £20.00 + poslage offered for 
DEAD 810 dnve (must be complete wrtn 
PSU). IF you have such a beastie please 
write to: Dav*d Hoare, Flat 5, 50 St. James 
Roed. Leicester LE2 1HQ. (Please include 
your daytime telephone number M possible}. 



More CONTACT on page 50 
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SUPPORTING YOUR ATARI 



UPGRADED TO ST? 

Don't throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
6 bit system to your ST without the need for a costly 
Interface, TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pic lures, music flies and more fo your ST 

TARITALK is just £19.95 
end is available exclusively from PAGE 6 
■ use the order form or telephone us for credit card orders 



Let your young ones enjoy teaming with your XL/XE 



SPELL 
ME 




A delightful program to teach four fo five year olds the alphabet 
plus word construction and word and picture association. Guide 
them with those first steps whilst a/so teaching how to enjoy the 
Atari pj a creative tool SPELL ME has been written by a qualified 
teacher and has been enjoyed by hundreds of Atari owning 
youngsters. Why not let your children enjoy it to? 

SPELL ME Is available on cassette a) $4.95 or drsk at £6.95 exclusively 
from PAGE ft Use the order form or telephone for credit card arder$ 



XL/ 
XE 



REPLACEMENT 



ST 



and 



EXTENSION CABLES 



BROKEN JOYSTICK? 

Nine out of ten 'broken' joysticks require 
only a replacement cable since the wrres 
often break at Ihe plug end. With Atari 
type joysticks, simply slip the spade lugs 
of this replacement cable onto the PCB. 
Should fit other joysticks although the 
lugs may need replacing 

REPLACEMENT JOYSTICK CABLE £2.50 



OTHER CABLES FOR ST 

HARD DlStf REPLACEMENT CABLE [15.35 

HARD DISK EKTLSSION CABLE |1 METRE) £1195 

2 MEM FLPPN DISK 3fll'.'E CABLE F,1 5.95 

2 METRE FLOPPY DISK JfllVF EXTITO CHIT EU.95 

lowsiraosTM to wmm mm scart ei i .95 

SOCKET 

52DBT TO PHILIPS 8633 MDMTdfl £11.35 

MOWMOLOUR SWITCH LC £19.35 
lAkwi fltoMo at x\uu\ mnnilnre to remar 
cjnecliti jnd SMtehed'i 

PAIR OF "OILED MIDI LEAZ-S £7.95 



ST JOYSTICK/MOUSE 
EXTENDER 

No more fiddling about underneath your 
10-10 or 520. Tins short extender alfows 
both (oystiek and mouse to he connected 
a short way from the sockets. Saves wear 
on the plugs and sockets and makes 
swapping of joystick and mouse easy 
£5.95 

CABLES FOR XL/XE 



MOVE YOUR PRINTER 

You don't need to keep your printer so 
close to me computer An extension cable 
will fit between your existing cable and 
your printer to enable you to place the 
printer almost anywhere you want. Don's 
be restricted! Fits any Centronics setup. 

2 metres £7.95 
3 metres £11.95 5 meires £14.95 



XL/XE 1 METRE R£ s LAC:toEHT 

SERIAL CABLE ES 95 

KLTfE TO HCdO MONITOR 296 

KLKE TO SCAR7 SJ5 

KL'SE TO COMPOSITE VIDEO E395 

All cables are lap quality 
for faultless data transfer 

ST to B50 NULL MODEM CABLE 

If you already haw ao 850 intnrfnrn nr 
P R: Connection you can now hook your 
XL/XE up to your ST and transfer files 
with any comms program. This cable 
simply plugs between ihe interface arid 
ST modem port, Use Kermil (available on 
bath machines] or similar to transfer tiles 

£8.95 



csL and: packing 1rae in UK . Send chanju-a nr P.O. nr quote hecfls^Yisa numbflr Id 

PAGE 6. P.O. BOX 54, STAFFORD, ST16 1DR 

Telephone orders by Access or Visa accepted. Tel. 0785 213928 



READERS 



OFFERS 

See this page and inside back cover far details 

FOR YOUR XL/XE 



THE BIG DEMO 



£3,95 □ 



ISSUE 41 DISK (with DOUBLE BONUS) £2.95 □ 
ISSUE 40 DISK (with GRID WARS) £2.95 j | 
ISSUE 39 DISK {with PRO GOLF) £2,95 1 1 



UNDER STARTERS ORDERS 
Cassette 

Disk (Issue 37 disk) 



£2.95 
£2.95 



TURBO BASIC (Disk) 



£3.95 □ 



SPELL ME 

Cassette 

Disk 



£4.95 
E6.95 



□ 
□ 



MINI OFFICE II 



£14.95 □ 



FOR YOUR ST 



STOS BASIC 

STOS MAESTRO PLUS 

STOS SPRITES 600 



£21.95 □ 
£49.95 □ 
£10.95 □ 



THE JADE STONE 


£9.95 


□ 


DOMES OF SHA TRI-PAK 


£9.95 


n 


TARI-TALK 


£19.95 


n 


CLIP ART COLLECTION 1 


£10.00 


□ 


CLIP ART COLLECTION 2 


£10.00 


□ 



Postage included in U.K, Europe add £1 per order. 

Elsewhere In the World add £2 per order. 



Name 
Address 



Q Cheque Postal Order en closed for £ 
~] I wish to pay by Access/Ma stercard/Eurocard/ Visa 
Card MO.DDDD Q\JJJ □□□□ □□□□ 



Expiry date: 



Please debit my credit card above with £ 
Signature 

Send your order to 
PAGE G PUBLISHING 
P.O. BOX, 54, STAFFORD, ST161DR 

Please allow up to 2B days foe delivery 
Please fee] Free to ahotcopy Ihia farm or write your order if you do not wanl lo eul ihe magazine 



UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 

A great racing game for all the family 
now available on boot tape 

* Computer betting for 1-4 players 

* Full colour animated race graphics 

* Save game facility 

* 7 races per meeting * 
' Uhoto E"niS to*" ^ ™* ******* M »fl,7 

You'll be jumping out of your seat with excitement! 

See PAGE 6 Magazine Issue 37 page 29 for further details of this super pro gram. Tape 
vers ion has all the lacilities and fun of the disk version except thai the number of 
hors* databases is limited. A vailable exclusjvel Y from page 6 
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PENPALS 



S-0IT USERS: I would like lu hear from e-b 1 
cassette users from arc.nd the world to 
swap hints, tips, e1c. I own a 1 3PXF K(','< 2 
data recorder. Please grab your p&n& and 
wMe- to: Tony Gibson, 52, Edinfturg/h Ave- 
nue . Leigh- on- Sm. Esse*. 

XL USER: My Rams is Ray and I have an 
&Q0XL, 1 050 disk drive and 1 0 1 0 1ape unit. I 
am interested in all types ot software, 
arcade, adventure, etc. Alt leflets will be 
answered. Wriie tc R flobarts<jn t 19 UitJefcv 
ury Green, Baslldor. Essex SS13 1 PA. 

XL USER: Is there anyone qg| there- who 
would like to swap hints, lips, etc? I have 
j js1 boughl an dOOXL and am hoping to get 
a disk drive. If interested please write to: 
James Anderson (aged I4yrs), 7. Hmching 
Brook Close. Woolon Ride, Kings Lynn, Nor- 
101k PE30 3TV. (Preferably aged between 

FINNISH fl-BIT GROUP: We ere a small 
8-bir, gnwp in Finland looking lor conlact w*1h 
other groups and individuals. All inlormalion 
and aoVii* very much appreciated. In lurn 
we will send F D ar-d or souvenirs. We would 
also like to join as many International dubs 
as possible. Used books, periodicals and 
equipment as well as educational. Utilities 
and demo programs most welcome, Wrde 
|r>: Esa Ruoho, Kollkonrnjntle 6 B31, OQfttt 
HKt, FINLAND, 

ATARI USERS: My name is Garry and I 
want 1o get in louch wilh ANY Atari users 
wilh programmmg ability as l need your help. 
Write to; Garry Smith, 76 BetileU, Oigmoor, 
Skelmersdaie, Lanes WN8 SHJ. 

8-BIT PENPALS: Wanted anywhere in the 
world. I have an 8COXL, 10' 0 tape unit, 
1 050 drive, tu20 printer and monitor. I am 
interested in all types d software. Wnte "0 
Barry Archer, 605 High Road. Benfleet, 
Essex SSS 5flZ 



ST CONTACTS: Wanted to exchange help 
and intormation on i.he use 01 my new ST. 
All letters answered. I am also looking for 
Ihfl ORIGINALS of any of the SSI D&D 
R.P.G. Anyone go! any for sale? Please 
wrle to : Jason Bradtvell 1 S 7 Crosby Road, 
Grimsby, South Humberside DN33 11 ¥ lijl 
0472-74564. 

8-BIT USERS: I would like to bear (mm &-bit 
enthusiasts from all over the world to swap 
hints, games, programs end ideas. I am 14 
years old and heue an &0QXL with 1050 disk 
drive. Please wme to 2 Ulus Mah, MtdOrr-s 
Salih Rustul. Bey SoK. Huar Api.D16 
Elikerl, ISTANBUL, TURKEY. 

ANGLO/SPANISH 8-BIT USER GROUP: 

Anyone interested in joining? Would lite to 
contacl tape-based users anywhere. Has 
anyone gat an adventure compiler on tape? 
All letters answered. Write to Sloven Wilds, 
Ci'Payesas 30, 0746 Poilensa.. Majorca. 
SPAiN. 

XL PENPALS : I have an 800XL w#i a 
XCi2 cassetie and over 1 60 games Would 
yw like to exchange some o1 yours lor 
mine'? Please write with list. All letters 
answered. Cornact: Dean Ohadwick, 13B 
rortnsliad Houd. Wuslr--oug'">lon. Nr Boflon 
BL5 2NT. 

XE-'KL PENPALS: My name a lhab. I have 
an XE cassetle-based system. I would like to 
hear from any XL/XE users anywhere in the 
world I have lots of soliware and utilities 
and Wish to swap ideas. Please hurry! Write 
10: lhab Abo u day a, 74 Esher Park. Lucan, 
Co.Dublin, IRELAND. 

ST USERS: l am looking tor penpals. In ihe 
U-S-A- and'or Canada to exchange game 
tips/hints. Are there any ST users in those 
countries who are mleresLed? ir so. just drop 
ma a letter. Write to: Kees Maas. Van 
Pedastraal 14. 5622 BG Eindhoven, THE 
NETHERLANDS. 



IDMI \< I ^ I Kt I nt ihurtfi' und may be used by any genuine Mnt\ 
cnl hniMiiM taw 4 ihiulih linij nih^r owner*. Any ii (it ire may be included 
i:Xfv|;it 1 h«>r ullrring \iiliivurr (inly (or vdlr etr i'>r han ge or those offer- 
ing ileitis li? i- ink' ( ninmtTi jullv- Ihf 1-iJitntr rH L \H L rvH L s ihe right to omit any 
not tie rvieivt'd nt hit Jim rrxion. 
Send your CON I \C I notke lu COMM I. r.\ril r,. I'.tl. rim VI, M<if lord. 
ST lf» II1H, Pleaw wrile your notice on a »*parulf shc«-l of paper, MOl u\ 
port «t 4i h-lliT. 



PROGRAMS WANTED 



Your programs are wanted as BOWS programs for 
our issue disks. Whot we need are machine code 
games or utilities that would be too long to print as 
type-in listings. Programs that have lots of support 
Hies to read in or things that till an entire disk. How 
about games that were released commercially but are 
now long gone. If you are the author and have the 
rights you can earn yourself a few bob more. We will 
pay you up to £100 for BONUS programs depending 
on their complexity and nature. There must be dozens 
of programs out there waiting to see the light of day, 
so send them to us. 

Make sure your disks are clearly marked BONUS and 
that the programs are adequately documented. Send 
them to PAGE 6, P.O. BOX 54, STAFFORD, ST16 
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ATARI XF551 3.6.0 K DISK DRIVE 
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; MYDOS 4 + 50 DISK OPERATING SYSTEM; 
:<W;-SPARTADOS XF551 "CONvERTOR^?; 
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ULTlt 
UlLTHCd 

BLADE OF BLACKFVDLE 
BHIMS.TDNF 

CLOWNS UD MLLfJCNK ' 
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CATCH DAY (ISSUE 39): A few more amendments and 
comments on ihLs program have been received from Robert De 
Letter in Belgium. Robert comments as follows: 

In line 14 a zero is poked into location 729 (no auto delay 
rate). This will not work on the old Atari 400/800 computers. 
Line 976 must be renumbered to 1000 and then the original 
line 976 should be deleted. 

In line 9220 the program reads 223 DATA statements (FOR 
1=0 TO 222) and there are only 222 items in lines 9310 to 
931 7 so the first item of line 9320 is added to the FOR/NTXT 
loop in line 9220! Line 9220 must be changed to FOR 1=0 TO 

221. 

PRO GOLF (BONUS ON ISSUE 39 DISK): A letter 
from M. J. Bennett in Surrey solves a little problem with this 
game which we knew about but were not sure whether it was a 
'feature' or a bug! If you slice a ball, it sometimes flies off 
backwards at high strength but this can be amended so that it 
i$ sliced at an angle of about 12 degrees and at only a propor- 
tion of the strength selected. |ust add a couple of brackets to line 
360 amending the line as follows 

360 IF JMP< 1 4 OR IMP> 1 6 THEft ? " SLICED" : 
STTl=INT(STR-STR/ (RMX.QQ}*Q3+ Ql)): DG=DG- 1 S: 
IF IMF>16 THEN DO=DQ+24 

Mr Bennett goes on to say that the GOLF program is the best 
game he has ever played. We don't disagree with thatE m 
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This issue, the serious stuff. Amor have a new data- 
base program to compliment Pretext, still me finest 
ST word processor. PROBATA includes all the stan- 
dard features of a database and has the added 
facility of being totally compatible between the ST 
and PC versions. Amor claim that you can simply 
take the disk out of your ST and insert it in the PCI 
Price is £79.95 but you might just catch it at the 
introductory price of £55, Software Express mean- 
while have an excellent point-of-sale package called 
CRICIT which will enable any small business to have 
full stock control, invoicing and customer records 
with a standard ST. The software can read and 
create barcodes and, as shown at the PC Show, it 
was very impressive and looks tike being something 
any shopkeeper should consider. Price is £24$ plus 
VAT and you can get further details from Mike Jones 
or Peter Fellows on 021 643 9100. FONT DESIGNER 
is a new top quality program that allows users to 
design new Postscript fonts as well as logos and 
symbols. The program will also convert to GDOS 
fonts. Maybe a little specialised but a top quality 
serious program, tf you are interested contact Barry 
Parkinson of PCG Computer Software on 0229 
36957, Fast Technology have a little product called 
TURBO 16 which incorporates a IGMhz CMOS 68000 
CPU together with 32k of cache memory to provide 
significant speed improvements on all ST and MEGA 
machines. Over 60% speed" improvement is claimed 
on ait types of software but it will set you back a 
hefty £299. Details from FAST Technology on 0734 
764933. On me Education side a new package is due 
called PLAY AND READ which comes complete with a 
set of five reading books and a story cassette, The 
program has been available on the BBC for some 
time and has been extensively used in schools where 
the success rate in teaching slow to leam pupils is 
said to be very high. Prisma Software have many 
testimonials from teachers regarding the success of 
the program and, in bringing ft to the ST, hope to 
encourage parents to help their children at home. 
Further details can be obtained from Jason Salisbury 
at Prisma Software, P.O. Box 211, Chester, CHI 
3NJ. Telephone 0244 26244, Frontier Software 
have t meanwhile, dropped the price of its Xtra-ffflW 
memory upgrade kit to £299.95, a saving of £100. 
This new board will expand any ST to 2.5 Mb and the 
MEGA 2 up to 4Mb. Just the job for those who might 
want to run the Uhrascript option on the now Fioet 
Street Publisher - we might have to send in an order 
soon! Frontier can be contacted on 0423 557140. 







INDIANA JONES 
THE ADVENTURE 



te your del i** 



POSTMAN PAT 





RICK 

DANGEROUS 





"INVENTORY CONTROL . . . 
at CASH REGISTER PRtCESr 



CRjCIT 



i 



CRICIT is an integrated £aah_Register & 
LnjMt.OJX-Cmrtlfl* package For the price of a cash 
register, you can own the complete Bar Code Ready 
CRICIT System. 

. Complete cash register functions 

* Flexible inventory control for 65,500 products 

* Daily, period and yearly reporting 

* Price/ product labels with optional bar code 

* Reads bar code directly from packaging 

■ Coupon issue and redemption [fixed or % of sale) 

* Customized receipts, inventory and reporting 

* Ready-to- mail purchase orders with automatic 
re- order calculation 

* Commission calculation for 15 sales clerks 
- Mailing lists in list and label formats 

* Lay -a ways, auto- discounts, stock searches 

* Categories, departments, no n- stock items 

* Between- store reporting via modem 

* User- friendly error correction and training manual 

£249 + VAT. 

SOFTWARE 

EXPRES3III! 

computer SYsrtMS ltd 

212-213 BROAD STREET, 
BIRMINGHAM. BIS W 
Telephone: 021-643 9IOO 
TcieFdR: 8358 
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Dealer Enquiri es Welcome 



NOW AVAILABLE 

CLIP ART 2 




for use with Fleet Street, Timeworks, Easy-draw, 
1st Word Plus, in fact any ST desk top publishing 
or layout program 

Hundreds MORE images on four 
disks in compressed format with 
full instructions on conversion 
to use in trie most popular prog- 
rams on the any ST computer 

All images are in the public domain 
and may be freely used - many are 
ported over from the MACINTOSH - 
subjects Include general, animals cartooi 
borders, headers, classic art, whimsy, holiday 
symbols and much more - give your work real class! 

xxx i xx,xx i xxx 

FOUR DISK collection just £10! 

CLIP ART COLLECTION V still available at £10 
Ask tor CLIP ART COLLECTlOM 1 or 2 available only from 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Pay by cheque/postal order. Access or Visa 
Telephone orders welcome on 0765 213928 

Many other general public domain disk* are available from 
the PAGE 6 ST LIBRARY, please ash tor a copy of our eatel&g 
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Home &Business 

Mini Office Professional 

Presentation Graphics 



2N 



In Issue 39 1 gave a 
cautious thumbs-up to 
the first two modules of 
the Mini Office Professional 
range. This month, J hove been 
looking at the latest release - 
Presentation Graphics. Presen- 
tation Graphics (hereafter PG) 
comes in the same style of 
small box t containing a ring- 
bound manual and two disks. 
One of the disks, in addition to 
the utilities common to all the 
series, contains the mono- 
chrome resource file. The other 
disk contains both the program 
files and sample data files 
which are useful for familiar- 
isation. The manual is. of simi- 
lar good quality to the others. 
Mini Office PG is aimed at the 
person who wishes to present 
numerical data using graphs. 
PG allows you to load in 
spreadsheet data files, or create 
your own, and then display 
them using one of five types of 
graph. You tan choose from: 
Bar or Pie charts or Area, Line 
or Scatter graphs. Each of these 
has many options. If, for inst- 
ance, you wished to create bar 
charts to display three figures 
for comparison, you could have 
the bars side by side, stacked on 
top of each other, or drawn '3 dimension- 
ally'. You can configure the colour and fill 
pattern with which they are drawn, axis 
labelling, scaling and the display of a grid. 
Patterns can be chosen from 100 prede- 
fined ones, which include such designs as 
cats, cake slices and hearts. If you do not 
find one to your liking, you can define 
your own. 

DIFFERENT TYPES 



Database have done a lot of thinking 
about the possible types of graphs, and 
have covered many common requirements. 
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use it for writing your message. 

Once you have your finished 
graphs, you will want to show 
them to an audience. To help 
you with this, PG will either 
print your screen in one of 
three sizes (SjS* x 5.5", 7" high 
x 18" wide, or 7" high x 9" wide 
on my Epson),, or it allows you 
to build up a slide show. The 
slide facility is aimed at both 
live presentation and standing 
demo. The latter is supported 
by a timer, to specify the delay. 
The former uses the mouse but- 
tons to allow you to step for- 
ward or backward through the 
'slides'. Personally, I would like 
ta see an additional cut down 
version of this program which 
just did slide presentation. As it 
is, you must ensure that you do 
not go past your last slide since 
it will leave your audience 
looking at the distracting con- 
trol windows. 

CONCLUSION 



Title: 


Mini Office 




Presentation Graphics 


Publisher: 


Database Software 


Price: 


£24.95 


Reviewer: 


Matthew [ones 



Since you have on hand the ability to 
create many different plots, they have 
thoughtfully included a table to help you 
decide which are best for particular pur- 
poses. A check-list of all the items you 
should have included is al.so helpful. 

A basic graph will probably not convey 
the complete message, so after you have 
created your graph you move over to the 
Art Screen, This (under-documented) facil- 
ity allows you to add text, basic graphics, 
and a pattern key to your graph. The key 
facility is especially useful when labelling 
Pie charts, which do not have automatic 
labelling. If these basic art facilities do not 
satisfy you r then you can do further crea- 
tive work in other graphics programs since 
PG saves using the standard PI2 or PI3 
format (according to the graphics mode - 
it works in both colour and mono). As 
added flexibility., PG will plot the graph 
restricted to a portion of the screen, so that 
you ton plot up to four graphs to the same 
screen. Ry leavintj an area blank, you can 



Mini Office Professional Pre- 
sentation Graphics La not what 
J would consider a full presen- 
tation graphics program, since 
it does not give good support 
for straight text slides. You can produce 
text but there is no auto-alignment avail- 
able. Since PG uses a standard file format 
which other programs could create, it is 
not, however, a serious drawback. There 
are a lot of different modes in the prog- 
ram, allowing you to enter data, select 
groups for graphing, and more, but they 
are well designed and easy to move be- 
tween. Neither PG nor any of the other 
Mini Office programs have ever crashed 
on me, which for a first release shows good 
programming and careful design. As a re- 
sult. Presentation Graphics is a program 
that is well worth buying if you have any 
numbers that would be easier to under- 
stand as a graph ■ whichever style you 
fancy. 

Review by 
Matthew Jones 
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languages 

HiSoft C 

Finding C too cumbersome or difficult to learn? 
Steve Pedler has discovered a version that makes it easy 



Cis a compiled language. To pro- 
duce a program, you type it in 
using a text editor, the text is 
then converted into machine language by 
the compiler and r to produce a working 
program, this must then be linked to o 
pre-written library of functions by a sepa- 
rate program,, the linker. Only when you " 
have done all this can you actually run 
the program, and if it doesn't work you 
have to go through the same edit- com- 
pile-link cycle all over again. 
This process will have put off many peo- 
ple who would otherwise like to have 
learnt C Tor this reason HiSoft's new C 
interpreter (from the French company Lori- 
ciels) is to be welcomed. This version of C 
functions just like a BASIC interpreter, you 
type in your program and when complete 
jus l select J Run J from the drop-down 
menu. No compilation, no linking and if 
an error occurs you are simply returned to 
the editor. 

THE PACKAGE 

Hi Soft C comes on two single-sided disks., 
one containing the interpreter and associ- 
ated files, and the other help files, source 
code and examples. The editor and inter- 
preter are fully integrated and the libraries 
are memory resident so do not have to 
loaded when your program Is run. There is 
a thick (339 page} spiral bound manual 
which has a useful section for newcomers 
to C. The manual is generally very good; it 
has been translated from the French and 
contains a certain amount of Gallic 
humour which thankfully is not too intru- 
sive (see page 14 of the manual for a good 
example). It does contain a number of 
spelling errors and the occasional mistake 
bat this should not cause problems. 
The editor is hilly GEM-based and quite 
good. It is not as good as Tempts (few 
editors are) but is better than many pro- 
vided by compiler publishers. Among its 
features is the ability to contain up to 
eight programs {'modules') in memory 
simultaneously. These can be treated as 
entirely separate programs or as one large 
proa rum, thus allowing you to build up 



HiSoft C 
Publisher: HiSoft 
Price: £49.95 
Reviewer: Steve Pedler 
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libraries of frequently used code. The edi- 
tor has an aulo- indentation feature - 
when entering code for 'if or 'while' loops, 
it will automatically indent the code in 
these loops and provide opening and clos- 
ing braces. Usually this is very- helpful., but 
on occasions it can prove a real pain in 
the neck, especially when you decide to 
enclose some already written code in a 
loop. Simple syntax checking is also pro- 
vided, the editor will not let you leave a 
line containing a string without both the 
opening and closing inverted commas, for 
example. 

HiSoft C does have one or two problems. 
The main one is that the program will not 
run in low resolution. This means that 
those users who do not have access to a 
compiler will not be able to write low re- 
solution programs at all. The 
maximum line length is only 
127 characters, which is rather 
short if you are typing in long 
strings, although It is easy 
enough to work round this 
problem. Finally, the editor 
saves programs in its own file 
format - not ASCII - which 
obviously causes problems if 
you subsequently wish to com- 
pile a program. To get round 
this., the editor can be switched 
into 'text editor' mode which 
will load HiSoft C flies and resave them in 
ASCII format, but while in this mode you 
cannot run the program! I cannot help 
feeling this is unnecessarily complex. 

THE INTERPRETER 

This is a pleasure to use, although just 
clicking on 'Run' and seeing it happen is 
very odd at first if you are used to a 
compiler. The version of C implemented 
here is almost a full K&R C, with one or 
two minor differences. The main one I 
found Is that global character arrays can- 
not be initialised outside a function, while 
local arrays can be initialised inside a 
function - both directly contrary to K&R. I 
suspect this is due to the very different 
demands of an interpreter as opposed to a 
compiler. 

The libraries provided are extensive and 
include all the usual C functions plus GEM 
and TOS routines (the latter built directly 
into the interpreter rather than as macros 
obtained with the osbind.h header file as 
is usual with a compiler). There is also a 
GEM 'toolbox' designed to make program- 



ming GEM easier; the source code for this 
is included and may be modified or com- 
piled. The libraries are said to be almost 
completely compatible with Lattice C and 
this does appear to be the case. There are 
some very good and easy to use debug 
facilities provided and the interpreter traps 
the TOS exceptions so that crashing the 
machine with bombs on screen should 
occur much less readily. If desired, com- 
piled C and assembly language modules 
may also be incorporated into your 
program. 

The manual says that it should be 
straightforward to compile programs writ- 
ten in HiSoft C, From personal experience 
this is certainly true, I had no difficulty 
making the small changes necessary to get 
my Lattice compiler to accept programs 
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written with the interpreter. Programs can 
be ported in reverse direction us well., but 
HiSoft warn that this may he more 
complex. 

CONCLUSIONS 

The principle advantage of this system is 
the short development time and interac- 
tive debugging it makes possible. I thank 
this should considerably increase produc- 
tivity and make program writing more en- 
joyable. It does have some disadvantages. 
Programs written in HiSoft C will invari- 
ably run slower than their compiled 
equivalents (a problem inherent in almost 
any interpreter) and It will not produce 
,1 J RG files executable from the desktop - 
the interpreter must always be in memory 
if you want to run a HiSoft C program. 
Nevertheless., beginners to C will find it less 
of a culture shock than using a compiler 
for the first time, while more advanced 
programmers will appreciate the speeded- 
up development rime and debug facilities. 

I can heartily recommend this program. 
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ATARI ST SUPERDEALS 
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Sixteen Bit Superdeals from the Sixteen Bit Specialists ! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 



-JPHfflflfc- 520 STFM Power Pack 

^mm/F £359.00 

r TTT " Inc. VAT and Next Day Delivery 
Powor Pack Includes: 

520 STFM 512K Keyboard with Buih-in 1 Megabyte disk drive and TV 
Modulator 

Over £550 worth of games software, including QutRun, □annuel 2„ 
R Type, Space Harrier, Super HangOn and 16 more Top Games 
Organiser Business Software including WQRDPROCESSOR, 
SPREADSHEET and DATABASE. 
First BASIC and First Music Utility Software 
FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 
All leads* manuals PLUS MOUSE and free mains plug! 
REMEMBER! Many ST H s do not come with BASIC - ours come with 
ST BASIC REV D by Metacomco. 



52DSTFM Explorer Pack 
£279.00 

* Explorer Pa* Includes 52QSTFM512K Keyboard wilh buili-in 1 Megabyte D*sk 
Drive and TV Modulator 

» 1 FREE Came. ST Tutorial and METACOMCO Basic wiwlh £25.00 

* All Leads, Manuals PLUS MOUSE and F-RF-i- Uairts Plug' + Free mou&e rr.at *ortti £4.96 



1 04OSTFM Ultimate Art Pack 
£439.00 

* Includes 1 megabyte keyboard plus Wypwdraw. Hyperpairct. Omganisar Business 
Software. First Basic, ESO Vouchsr icward 3 Atari Wind Games and MelacomoQ Basic 



1040STFM Business Pack 

£439.00 

Business Pack Includes; 

* Atari 1 040ST C M Keyboard with l meg memory and l meg built- In disk drive 
plus; TV modulator. 

* £SSS #Kyfl" <i* Business Software naudmj mC^C&Cf rr WRITE wofC prooetwr i£l.50). 
SUPEHBASE PERSONAL Da^ass LK: m VIP PROFESSIONAL Lotus. 123 
Spreads heel dons (t 1 SO; . Metaoorrteo Basic 'OS JO 

* All leads, manuals and mouse 



MEGA 1 BUSINESS PACK 

£529.00 

Features; 

* Separate Keyboard and System Unit 

* Ail me Software included with 1 D40 STFM Business Pacts. 

* BJitier chip installed tor laster graphics 

inc SM 1 24 Mono M0 1 tor ....... t62S .» 



ACCESSORIES 



Quicksnfll II Turtw Joystick £9.9$ 

CompelrtiDn Pre 5000 -Joystick ....£1 3.95 

Competition Pro with Autofire £14.95 

Konix Speedking Joysink £11 . *5 

Reo 1 Mouse Ma! with Amiga logo ...£§.96 
Plain btue Mouse Mai £4.96 



Branded Me-more* 3.5* DS DO Disks 

Box of 10,. £13.95 

Memory Disk Box 

For 40 3,5" Disks £6.95 

Amiga 1/2 Meg Expansion £119.95 

Control Genre Atari or Amiga £39.95 



Contriver Amiga and ST Mouse wtth FREE Holder and Mouse Pad £20.95 



PRINTERS 

Star LC24-1G 24 pin incl. lead ST/Amiga .£259.00 

Star LC10 including interface lead tor SV Amiga.... ,,,,£169.00 

Star LC1Q cotour including interface lead for ST/Amiga....,.,..., .£219.00 

Citizen 1 20D including interface lead for ST/Amiga £159-00 

SEIKOSHA 80 COLUMN PRINTERS - AMAZING PRICES 

Seikosha 9 pin NLQ including interface lead for ST/Amiga £139.00 

Seikosha 24 pin LQ including interface lead for ST/Amiga ..£239.00 




Amiga A5G0 BAT Games Pack 
£399.00 

tnc VAT and Next Day Delivery 
BAT Games Pack includes: 

*■ Amiga A500 512K Keyboard with Built-in 1 Megabyte disk drive. 
+ Free TV modulator worth £24.99 allowing you to use the Amiga with 
a normal TV. 

★ DELUXE PAINT II and PHOTON PAINT Graphic Packages 
WORTH over £100' 

★ FREE, only- just-released BATMAN - THE MOVIE games software. 

* NEW ZEALAND STORY arcade games software. 

* F1G - INTERCEPTOR - amazing 3D flight simulator software, 

* A further £230 worth of Games Software, including BUGGY 
BOY, MERCENARY, BARBARIAN, WIZBALL & six more games. 

★ FREE MOUSE MAT worth £4.95 

★ Amiga BASIC. Amiga EXTRAS 1 .3, Workbench 1 .3 PLUS the 
Amiga Step by Step Tutorial. 

* All leads, manuals PLUS MOUSE and mains plug I 



Amiga A500 Business & Games Pack 
£459.00 



7i JTv 



* includes everything in our Amiga Games Pack PLUS a Comprehensive 
Suite of Business Programs Including, Scribble 1 1 WQRDPROCESSOR. 
Analyze II Spreadsheet and Organise Database, 



AMIGA 1 MEG! 
£499.00 



Announcing the new Amiga 1 mag-an A500 system with fitted 1 
megabyte memory expansion and dock card PLUS TV Modulator 
AND DRAGON'S LAIR a six disk 1 meg megagamel 



AMIGA 1 MEG 
£519.00 



Our Amiga 1 meg + also includes (tie £230 worth of games software 
normally given with our A500 Games Pack. 



EXTERNAL DISK DRIVES 

Atari SF314 1 Megabyte .,, £133.00 

Amiga A 1010 1 Megabyte ... £139.00 

Cumana 1 Megabyte Atari or Amiga r £99.95 

NEC 1 Megabyte Atari or Amiga ...,.,...£89.95 

Atari Megafile 30 Hard Disk , £449.00 

New! Commodore A590 20 meg hard disk. „„„ ,£369.00 

A590 Hard Disk + Memory Upgrade installed-,.,., , , , Phone 



MONITORS 

Commodore Amiga A1084 Stereo colour Monitor inc lead £239.00 

Alan SCi 224 Colour Monitor inc lead £249.00 

Atari SMI 24 Mono Monitor including lead £104.00 

Philips CMB833 stereo colour monitor inc. lead for ST or Amiga £229.00 




CREDIT CARD ORDERLINE 0908 378008 » 

To finder: either call trie credit card order line above with your Ate ess/Visa credit card details or make a cheque/PO payable to Digicom Computer Services Lid , 
and send it wilti your order lo Ire address below. We've moved to larger premises - Caller? most welcome! 

DIGICOM 

Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ 

All prices include VAT and nexl day delivery by courier 




WITH YOUR ATARI 



John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 



w 



ant to make music with your computer? If 
so, this new regular feature should be of 
interest to you. It takes over from the 
'MIDIots Guide to Music Making' concluded 
in the last issue, and is designed to cover any 
aspect of making music with a computer. Although MIDI 
now plays a leading role in musical applications on a 
computer, I don't intend to concentrate exclusively on 
that topic. In fact, if it's music related I II be happy to 
include it here - whether ST or 8-bit based! 
In future issues I'd like to cover the topics YOU are 
interested in, Please feel free to write to me care of Page 6 
Publishing (see Contents page for address) with sugges- 
tions for things you'd like to hear about, or with any 
music related questions or problems. I rani guarantee to 
know the answer to everything, but I'll do my best to 
help where possible. If you'd like a personal reply PLEASE 
enclose a stamped, self addressed envelope with your 
letter. 



BARGAINS GALORE! 



There couldn't be a better time to get started in the 
wonderful world of MIDI music making. As I write this 




Yamaha are busy introducing new home keyboard and 
synthesiser products into the shops and arc offloading 
remaining stocks of last year's models at crazy prices. 
For instance r I've recently seen the PSS-480 and PSS680 
keyboards on sale for £99 and £129, over a third off 
their normal prices! They've been replaced by the PS5- 
580 and PS5-780 models r which are virtually identical 
to their predecessors apurt from cosmetic detail and a 
few changes to the automatic rhythms. I've already 
sung their praises in the MIDIot's Guide so I won't 
repeat it all here. At these low prices they're irresistablel 
Further up the range there are similar whopping re- 
ductions on models from Yamaha's PSR and DSF series 
with savings of up to around £200 depending on the 
model. Again, they've been superceded, but this time 
by completely new models. The newcomers use a new 
form of synthesis technology culled DASS (Dual 
Architectural Synthesis System) , which uses a mixture 
of digitally sampled sound together with an advanced 
version of Yamaha's FM (Frequency Modulation) synth- 
esis method. Whatever it's culled it produces some very 
nice sounds, to my ears anywayL 
If you want to move out of the self contained 4 home 
keyboard' area and get something a little more profes- 
sional, then models from the YS and DX synthesiser 
series could interest you. These have none of the 'fun 
features' of the home keyboard, i.e. no automatic 
rhythms and accompaniments, nor do Lhey have built-in 
amplification facilities. Their FM technology may be old 
hat by today's standards, hut they're still capable of 
producing stunningly beautiful sounds. As an example, 
the YS-1Q0 has just been cut from £599 to £349, and its 
bigger brother the YS-20G is down from £699 to £449. 
There are a few Casio keyboard bargains a round, too. 
Most notable is probably the discontinued CZ-2305 home 
keyboard, now selling for just £119 in a number of 
specialist music stores, I don't believe it's as good as 
Yamaha's PSS models mentioned above, but some people 
prefer the Casio sound to Yamaha's. It's worth a listen if 
you can find one. 

Not all music stores are carrying these offers, so you 
might have to search around to locate them. Your best 
bet is to read the adverts in specialist music magazines 
such as Music Technology or Sound On Sound. All the 
biy companies advertise their special offers here., so 
they're a good place to start. 
OK, I'll come clean. I just couldn't resist Yamaha's 
offerings, so I've added a YS-200 to my trusty PSS-6&0 on 
which I've served my MIDI apprenticeship for the last 
year or so. It's now connected to the ST along with the 
FSS-680, and first impressions are that I've entered a 
whole new ballgame! I'll tell you more about it next 
time. 



THOSE 



It's currently fashionable to moan about computer 
shows., but one of the great things about attending them 
is discovering unexpected bargains. The downside to this 
is that it usually results in a severe pain in the wallet! 
I've long been a fan of Steinberg's legendary musical 
application software for the ST, but the high prices have 
always kept me at bay. Until the last Atari User Show, 
that is! One of the stands was selling the Steinberg Pro- 12 
sequencer for £49.99 instead of its normal pria 1 of 
around £130. OK, so it's a cut down version of the 
pro- 24, but real Steinberg quality for less than £507 
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Unbelievable, but true] 

I've been using Pro-lZ for a couple of months now, and 
I must say it's living up to expectations, give or take the 
odd bug. After happily using Acti vision's Music Studio 
(which I still like as an inexpensive step-time sequencer) 
the change to real-time sequencing with Pro- 12 was 
something of a culture shock. However, it also has step- 
time facilities so you cun continue using this method of 
note input if your musical keyboard skills aren't up to 
playing in real-time! 

While we're on the subject of shows you mcjy be interes- 
ted to hear that plans are afoot to mount a specialised 
show aimed at the MIDI enthusiast! Westminster Exhibi- 
tions Ltd. have just announced that the MIDI Music 
Show will take place in London at the Novotel Hotel, 
Hammersmith on 7-S April 1990. It's aimed at both 
amateur and professional musicians involved in electro- 
nically produced and stored music. It sounds as if this 
will be a major event for everyone interested in MIDI, so 
note it in your diary now. 

LEARNING HOW 

If you're REALLY serious about learning how to use 
computers for composing, performing, and recording 
music then you muy be interested in a company called 
'Dutycell Ltd/' It's run by Danny Brunton, a professional 
computer programmer and MIDI specialist, who's recent- 
ly been working with UB40 in preparation for their next 
album, Dutycell are currently advertising a couple of 
MIDI courses designed to provide you with basic theory 
und practical experience of MIDI instruments and com- 
puters. 

The Basic MIDI Course costs €160 for two days tuition, 
and is aimed at musicians and trainee recording en- 
gineers who need to acquire basic experience of using 
computer driven MIDI instruments-. It consists of three 
major topicsr MIDI, computers, and sequencing. Basic 
theory and terminology of the respective topics are dealt 
with, followed by practical aspects of recording, editing, 
and playing music using a master keyboard, synthesiser, 
and drum machine - plus an Atari ST running appropri- 
ate software, of courseE 

The Advanced MIDI Course costs £240 for three days 
tuition., and is designed for those already familiar with 
MIDI equipment who wish to know more about the 
technical details of MIDI, sequencing, sampling, and the 
use of computers for advanced MIDI applications. It 
covers details of most of the MIDI message types, includ- 
ing such things as MIDI Lime Code and Song Position 
Pointers. The sequencer section covers topics such as use 
of MIDI Files, System Exclusive Data Dumps, drum 
machine programming, und SM V \ Y. synchronisation. 
The sampling section covers the operation of a sound 
sampler, including the loading of samples; making sam- 
ples from scratch; filters, envelopes, and loops; and man- 
agement of voices, banks, and keyboard setups. 

I've not been on either of these courses, but they sound 
quite good, if a little pricey for the amateur. If you want 
more details contact Danny Bruntan at Dutycell Ltd., 21 
Argyll Mansions, London W14 8QQ (phone 
01-603-9014). 

if funds don't run to professionally run courses, then 
you could always educate yourself by reading a few of 
the many books now on sale. These are available on all 
aspects of computer based music making, from basic 
information on MIDI through to writing your own MIDI 



A. Penfold, a prolific author on electronics and computer 
topics for many years. He's recently started writing about 
computer based music, and already has several volumes 
to his credit, 

The first is called 'Computers and Music' , published by 
PC Publishing {ISBN 1-870775-07-4) and costs £7.95. It's 
aimed at the complete beginner to computing and MIDI. 
Its 174 pages lead you gently into the world of computer 
based music, covering computer basics, storage media, 
ports and peripherals, J real computers' (including details 
of the Atari ST, amongst others), MIDI, music software, 
and MIDI instruments. It also has u 19 page glossary 
which clearly explains all the jargon you're likely to 
come across, plus a detailed index to help you find your 
way around, It's good value, especially for the musician 
contemplating making his first foray into the world of 
computers and MIDI. 

The second book is 'Musical Applications of the Atari 
STs', published by Bernard Babani {ISBN 0-S5934- 191-7) 
at £5.95. This one's written specific ally for the ST, and 
assumes you already have a basic grasp of how the ST 
works. The first chapter does give a detailed description 
of the ST's internal sound chip and how to program it, 
but after rhaT the accent is heavily on MIDI. Its 90 pages 
cover MIDI connections, MIDI modes and messages, 
MIDI application programs, ST MIDI Add-Ons, and MIDI 
processing. Also included are plans for simple MIDI 
accessories you can build yourself, and sample BASIC 
program code for MIDI data manipulation (such as 
channel shifting and harmonising). This is the book to 
buy if you understand computers, but want to know 
more about MIDI. 

STOP PRESS! 

I've just received a diskful of ST MIDI softwaie designed 
for use with the Yamaha PSS keyboards! I his was written 
by David Gymer of Louth, Lines., and was sent in re- 
sponse to my plea in the last issue for software of this 
type, David has written a Patch Editor, a System Exclu- 
sive Librarian, a Drum Machine program, a Guitar Tabl- 
ature .Sheet Printer, and a MIDI demo forOzzy Osboume 
fansl The Patch Editor allows you to get at far more 
sound generation parameters than the nine available 
from the PSSs front pun el, opening up a whole new 
world of sound for the PSS owner! 

Not content with this, David bus placed all the software 
in the public domain, so it will appear shortly as a Page 
6 PD disk. Unfortunately, there fust wasn't enough time 
to try it all out before the copy deadline. Full details will 
be in the next issue. 

That's it for this time, Don't forget to write in with those 
suggestions and queries. And if you go looking for some 
of those bargains - happy hunting! % 



THE PAGE 6 PSS DISK 



The PACE 6 PSS DISK containing the Patch 
Editor, System Exclusive Librarian and other 
utilities mentioned together with a number of 
Music Studio songs specialty arranged for the 
Yamaha PSS series is available from PACE 6 
PUBLISHING, P.O. Box 54, Stafford, ST16 WR 
price £2,9$, 
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ADVENTURE 



INDIANA JONES 

& THE LAST CRUSADE 

The Graphic Adventure 



You've read the book, seen the film, 
no doubt played the arcade game 
.... and even if you haven't, here 
comes the Adventure Game! It is very 
slightly advantageous to have seen the 
film but certainly not n cces.su ry as, 
although the plot is relatively similar, 
many new additions have been incorpo- 
rated by way of logical and sometimes 
devious, puzzles and there's certainly 
enough here to keep the adventure fans 
busy for many nights. 
The packaging consists of SIX single-sided 
disks, a copy of The Grail Diary (which is 
not exactly CLEARLY written!), booklet of 
translator tables and a special red acetate 
strip viewer, the latter being necessary to 
read certain random codes from lndy's 
notebook when prompted. You have just 3 
chances to get it right or the game will 
proceed in so-called 'demo mode' [Save & 
Load features disabled) and vital informa- 
tion and clues will be missed as the game 
progresses. This is a common copyright 
protection procedure and it certainly 
works! 

Your quest, as Indiana Jones, is to -seek 
and rescue your lost Father, Henry, and 
locate the genuine Holy Grail before the 
Nazis seize it for the Fuehrer treasure col- 
lection. Some characters will help you on 
your travels across Europe and some will 
positively impede you - one lady in parti- 
cular is a wolf in sheep's clothing! 
The adventure is entirely mouse-control- 
led - with the exception of the fight scenes, 
where defined keys are used - and the 
player selects the input/action from a table 
of key words and actions below the 
graphic display window and combines 
them with other words or items to con- 
struct the required input. Where the oppor- 
tunity to talk to other nearby Lhamaers 
arises, so the 'TALK' icon will be highlight- 
ed, and the 'TRAVEL' icon likewise becom- 
es available when and where appropriate. 
The use of other defined keys in place of 
the mouse is optional but I think you'll 
find this option more confusing! Current 
inventory is displayed in contrasting col- 
ours at the bottom of the screen. 



Title: INDIANA JONES & THE 

LAST CRUSADE 
Publisher: U.S.Gold/Lucasfilms 
Price: £19.99 
Reviewer: John R.Bamsley 
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A useful tip whilst 
finding your way 
around each loca- 
tion and looking 
for suitable objects 
is to select the 
'WHAT IS' icon 
and move the cur- 
sor cross around 
each scene - not- 
able objects will 
thus become high- 
lighted on the 
command line, 
sometimes allow- 
ing you to man- 
ipulate them. 
There is a fair amount of scenery, though, 
so be prepared for a long session! 
Refore seriously attempting to solve this 
adventure, TWO imj>ortant aspects must 
be understood- Firstly, your Father's Grail 
Diary, which you will find buried beneath 
the regular post in your office, is an essen- 
tial aid in understanding the majority of 
the puzzles encountered. You will be 
allowed to look at this diary at selected 
locations and be subsequently presented 
with a full-screen view of two of it's pages 
which will yield vital graphic, numeric 
and poetic clues, although somewhat cryp- 
tic. Secondly, a good work-out in the Col- 
lege Gymnasium is good training far fu- 
ture fights' (Read your game instructions 
to take full advantage of this training). 
There are many set pieces' - as I like to 
call them - where the program goes off on 
its own for a while, but once you have 
seen them, pressing the ESCape key will 
cut them out and speed things up some- 
what .... which leads us neatly into the 
major criticism of this software, SLOW- 
NESS OF PLAY! Not only is the adventure 
spread over six disks but different sections 
of some scenes/events are further spread 
over several disks. This wouldn't be that 
bad if we had something to watch on the 
screen while all this disk-swapping/load- 
ing was going on, but NO .... complete 
blackness! lust as the drive finishes load- 
ing in the next part you are prompted to 
insert yet another disk. Whilst checking 
this game out for the first time, I had all 
six disks spread over the back of the com- 
puter with two f SAVE r disks as company 
and, to be quite honest, I lost track on 
more than one occasion of what I was 
doing in the adventure! 
SAVE and LOAD routines are relatively 
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easy to carry out yet I cannot understand 
why. when loading in a restored gams. 
EACH DISK - from which different parts of 
your saved game came has to be loaded in 
separately. On one occasion, whilst restor- 
ing a game, I had to change disks six 
times: 3> 4, 5, 2, 5 and finally 4! 
However, having expressed my personal 
disappointment of it's implementation, 
there is very little else to fault this game. 
The puzzles are many and varied, requir- 
ing the combination of more than one 
object on some occasions. The animation 
is neat and effective though not as refined 
as, say, the latest Sierra games (though It's 
more puzzle -orientated). Pleasant music is 
included and this ties in nicely with 
appropriate scenes. There is also a liberal 
sprinkling of humour to savour as you 
progress. 



STARTER'S TIPS 

Work out hi the College Gymnasium to 
attain peak, fitness. 

To deal with the students blocking the 
door to your Qfftet, select the sentences 
which inform them that you mil set 
them in strict order. 

Fk k up the Junk Mail Letters and Papers 
from your desk to find a usethi package. 
The jar can be opened hut not moved, so 
bring a 'sticky' problem here to be 
'solved', 

Use the Office window for future access. 
After meeting Waiter Donovan, TRA VF± 
to Henry's house. 

Pali the toppled bookcase and look on the 
back for the key to another problem. 
Use the small picture in Henry's bedroom 
as a future 'substitute'. 
Try to take the tablecloth to yet the small 
plant pot moved. 

The chest will only open if you have 
'solved' that sticky problem earlier! 
Now vou can HlAVl.l. to Venice. 
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JJ Ormekirit Road, Ptextvn. PR1 2QP. 
Open Mon. - Sat. 9:30 am to S:00 pm 
£>oalvr enquiries welcome. 
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Midisiudio New Price £49.99 
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Midisiudio i- in ;tTl r;n.1i jstkcJ. lrxK .XIllJi SCui 
record up lo 6S2 bur* per pluMsc!uatiL-m;' on up to IUU pnr.ises Any phrase 
con bt plaved on am lr.tek. Tracks on be soloed and muted and iravts and 
phrases van be named. Program numbers ean te di.tpln.vpd in a earLcrv of 
myi irwludintf 0-127. W2S. in banks from all'bBS « M 0]-bb4. The L k:sk 
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Atari 2600 V'CS wilh joj-ntiL-i 

Asuri G5 XE starter Rtk Cunx^ josslitk. 

revp'i'^ 

Athri XE VCS GmneK. jiy*iivk, lighfl ijiin 
130KE stalef phlU Games, jojstitfc and data 



Hhd dulii 

£99.99 

!.«■:' l-. 
£119.W 
£165.99 
£27.50 



XFSSl S.25" Disk Dti^L- XE, \L «4dM 
XC12 *4iiit rL-vortkr 
Wc hold alot-k apFw 300 tillEca for (Ik «lur[ £ bit 

ni.i.. Ijlh-s hi inrlridyi:. diik and Liissollc Jorninti>. IHv.Ldf 
*cnd SAE full t-atalogui;. Wc n|s^ sloik the full 
raBjJC of Al;iri B bi[ periptwrids, J.3f i nlcr inlcrfaLLi tit 

Ph one for best pritics 

Fr« deliver}- (MRinJhni* L : K oaJy) i>n wiii!r» ov<r tJU, For 
□rd^rs tindijr i-lt) i.<M 1(2.50. Send SAE fix LTilidpgu; 



y* / bed Scanner £499,99 



These A4 Flat brd sin/vjax .tcv? >V ZCXkfpt. The 
{TWifHtn&tf} HtcA/tAn ji 'AiTtr/jt/ frfhter trA/cA am A." 
/mi/ in cvruvm-'/f'p/r with the n-naeer to photo t-ppy 
t/fc-ua/fsiis ir j.v .t sfttjif atone priahf. The a-wfuvr 
itwres rcvr/pArte wish Mir.tfini/j£ tsttd j/r.ip&i'cy editing 
&yftyexre fcr the ST or Amiga. tifc<tl for DTP, 



luh flC^iLriye wc ilw-iiyii bipp^ 1 » holp.'i 



New Low Price Quality Scanning 




Demonstration disk (low res) £3.99 (£2.00 redeemable) 

The Irrwfie StaniiLt tan providi: hi".h Mi^ili^ grnp4iiis di giti&ing itx a l^nih 
oF 1he tost dF oihtT dLjaliscr*. This, simple unit pfup inio the vnrtridec port 
llie ST and n^eplH H.-4innw j infrrniiLitDn via oplit'al thJWcs which fi\ tusily 
tc :hc l:e.«1 ft Hn> prtnior. $<^nitfd i.Tk:iR(& t.irt be siivml in raw dal^i. Desii* 
.Neo iMid IMG fofn-nits. Bl-sI tlsuJc* iire D»vhiv^cd wilh pfcoto topUi Thx; 
SoflWUV allpvLvti sniiininif rusnluli^s or 150,2 16,300.360 and JCCO doW 
per cr*'h rajriuonhilly. An example dink is availajbfu whLth c«ilun& a ilido 
show oF low resoluiLon iiriaaw wanned wilh 1hli prodi»tt The ucnfl of this 
Lluk \.i £3.f^. iJ.I.HJ -rf w'luh is 'cdtwi .able on puFehsi« of a Stftnfier. 



Mf&studio Master, 30 + new restores If 49. 99 | Limited offer cx-dctno £349. 99 Scan at up to 1000 DPI Lor Onfy 



New Low Price Printers 



LC 10 E 169.99 ' 

Sw LC 10 Colour £ 319,99 ' 

Sbf LC 24F10 £ 2S999 1 

Epwn LG50C? £ 319.99 ' 

Ctlizeji I30D £ 139,99 ' 

SLM SIM Laser £1099.99 it«,U>t\.> 9U *la.va pn siiu warrjirTl^ 

All th«c _ pf Lnlira ljutj- \i 12 month* on *i1e wiwranty and CQffW 
iTlffnilde with cable. On ^ile. •■■.•arr-m^ t K -d /r.-nLl c;n Ii . 




Professions! Printers 



L\ser ixinlcr S, I Mt-aatrttc RAVI aa si^rulard npuj-aiV^ble 1c 
2 Mb. 3 rL-siJuni *cmr>, Hr. I&M. Diablo, Epson emuLitioit, S pn^us- 



per mimHe, 3U0 dpi 
Sfdt FR'IO 9 pin 
Er FR-1S ISF 9 pin 
Star \B-24J10 ]J pin 
Snr XB-24J1S 15" 24 



-ii- 



£5H.« 
f6W.99 



£JS59.W 
£ 599.99 
£ 514.99 
LO-jiHirf 554.99 
L-u|cKir£ 739,99 



These Star pnin1a-N haw ]2 mntlia on aile iv,irranty{UK Mainland) 



//snf drives 



Vortex 4QMEHST k Am\ttf 
MmiLVt 30 (ST> 
M^ile 60 <ST> 
iipiii 20MB 1ST? 
Third Coast 65 MB (STi 

(AalfcbO 




£■^199.99 
£474-W 
£599.99 
£-5-74,99 
£599.W 
£659.99 

W'l- are offering u range oF hiyh qualits £T hard drives {it ridiculously 
low prima. All Nlvc the fnUnwina speviFitatio*!. Fiill nviaJ LiLSirsariw 
si^-oloir h Md|pi ST. 60 wait PSL.', rantri for setoml meihnniim. 
The low pshtm 4-DTiirD|ter h full SCSI arrf ullowa lip r.u S Llriv^i on 
prw mnirnHer. The *>f1w,irv lihIikIls Autopiirk. Auinboot from nnj 
piirtilion. paiiilibn si^ir iy to | Gijtah^le, mny numbef cf parlttiDns. 
100'f AHDl 3,2 Lonipalibtc JrUw, *rjte prcHeirl an^ partittMi. 

40HD 42 Mb formatted, 11 Ms iwvrHgc access time, 
d4K on boitrd cache memory. . . . . , . .f 549.99 

50HD 4S Mb torcnHited, 30Ma £499.99 

851 ID S3 Mb formated, 2SMs £699.99 

1S0HD [SO Mb foonatlcd, 20M* £[299,99 



Disk drives 



Cumitna slim I Ma Drive^STJ _ £89-99 

Ci-mana internal lMu; DthwtST) 

<kil or tilted) , 474.99 

Pk-asL' noli? ST's case needs aittitis ftr 
above internal rjrh e* 

C umana 1 Mb slim Drive, its. swi1ch,throuyh ixati AmiaaJ £74.99 

AfB boot iwitL-k <fiiti;dKST>, „ ... £14.99 




Monitors & Peripherals 



SM 134 Mpw? £ 99.99 

5C 1224 Colour £269.99 

Phillips BiiW r/nlonr £249.99 
Phillips W K5T Rerm>1t, 
Sx~jrt inpiii, Tv wiih 
lurwr preseis. 

Olhcr lv's pbooe 



All tnoditon. Lome <n ith atiir! In 5I J Antiilii 



Ariii^i >txlu|a1or JT24.99 
PKU yXK) byslEck «.99 
tX-Ofn aJufLru jovnlji.*, £9.99 
rt.ttk Sumner £1250 
Trak« balltST-Amiu;w W 
SO S 1U0 disk box £9.99 

DusKwtri Fran £1,99 



Repair Centre & Upgrades 



Our Alnri lriiinent enginx'-cra cm repair all hURNrlK, ins Amicus, in minimum tiBM at t^aiptMtVv. priL«, 



UPGRADES EX -STOCK 



I M ( STM (rctiL-dJ (STJ It ( N,99 

I Mb STFM (kil> <ST> f 69.99 

STFM upyr^ (triing senive f 25 

STFM Slitter vhLp upBrMii: tkit; tSTH 39,99 

512 K RAM Extension buurdi ArrMgaJi 19,99 

RAM EMem-ion boMrd+iloL-k^miBJi- 1 1 29,99 



Beard * I Mb iwadc Killed] tSTJ 
Board * 2.5 Mb uppwoW Lfiuedt (STt 
Biaird * 4 Mb upBrade iFilledJ cSTl 
STFM BLitiei ekip urerasJe (i^llcdf (ST> 
RAM Extension populated lAmiBa.) 
RAM E.\Ki!,::M-nl:xh pnpi.lnleil ■; \i ,i jj.i- i W,99 
Please check maL-hiriv eDnfitf.ia-a.1i on b«fpnc wdcrinB. Fittinn priLei uuoled Fnr mtdlinei not jxeiionsly 
lampewl wriik- Due to Ihe siMnflrafly of the inualLation *e rmiSl inriaEL and upjjraskr the ST board for 
sou. All upgrade* an^i repairs .<r r> t^ir 3 momhs pu-n and iaiwur Jinararflee. 



£129.99 
i299.99 
£499.99 
£ 49.99 
i *9,99 



New Low Price Quality Disks 



Alt oiir disk* jife {pwEily Sony, MaxLiHE or Kajo prrxluets, rwl eh cap tmporls. Alt disks L^rry an 

ufitortLStiunal lifetime p/UtmllfCC. Ple>*« add 60p pOstaLSj ar>J picking for e:ieh ]>ftk of ten disks* 



Quantity 

10 
100 

Sony Branded 

10 

100 



3.5" D/S Ro^d 



£8.99 
£79.99 



£9.9^ 
£82.99 

£10.99 

£99 



5.25 K D1S Boxed 



I4.S0 
£40 



£5,50 
X45 



Phone tor different capacity disk boxes smf disk cj/v kits. 



New Low Prices * 



Computer Systems and Packs 



Ne w Lo w Pnces 



S20 STFM Explorer Pack £279.99 



Includes A1*rl 524? STFM with 1/2 
and rtioLue. JneludeM tuforiul disk. 



Mb Me-mwy. 1 Me dri^e 



Ineludes «™t scLling AmiBa ASW C 
1 Mj£ drive, mouse. Tenatur parek, 



DTP Packs 



mouse, joystick and noflwaru piiek eonsiilinR of organiser sioftware 
First BASIC, Fi»1 M usii' and u selcelion of 30 (op Quality ^uines. 



! 040 STFM 



£449.99 



Intltulm Atari 1040 STP M wjlli 1 M^ Memory. I Mg Mvn, 
hbbh and Buaineaa, pwilt whieh ocuiaiMtH of Microsoft Write, Super 
bmc personal, V(p Professional arid MLiacotniro Bask. 



compuler w«n iu nijf memory 
Photon jsnin and Modulator. 

Atari Mega ST f+Mono Mon £599. 99 

The new Mesia ST 1 me I ud lm S'-"p;uiik: k<?ybOisrd imd epu, DllttLr 
chip . cloek, 1 MB RAM, mouse and abunine** aojlware pnek 
intEudinB dalnlxtse, word proMiaauf. apcada heet und ft ASK' aoUw.ire 

Atari Mega ST 2+Mooo Mon £399.99 

The Mejp ST 2 include aepcrate keyboard *nd cpu, L)]i11er uhJp. 
2MB RAM and mouse. The Mcjiu ST 2 alao indud^s a 
battery baekud elocL and bu.tjjics.1 .tcllw;ire 



Sphonc 

Thia prick conaiata of Mega 11 or 4, external 7,5'drive 
i or 30 Mb hard drive, SLMS04 LHaef printer. Mono 
Dnooitor, software^ 90 day* an aite ma. irlenucL-e. 

Atari Foftfofiolpocket pc}£249. 99 

Thix am^unu hnrtd held computer la fully MS-DOS 
compatible and ha.x hu||1 in EOi^nfe ificlildine. addrtaM book 
, 1cx.t editor, diary and u l.ottLX 123 file tompaliMe spread 
ahect. M<iK free RAM. 256k ROM 



Atari PC 4 (80286) 



£t499 



f&fjtmMMpm Atari Mega ST4+Mono Mon 17 f 99 99 

ItNljdca Atari 520 STFM with vygruiiei ImiTiemory^IriTearid^^ Ihe Moira ST 4 inclwi*! sepcrntc tcybonrd and cpu. Blttter L-hiu. 



mouse with soflwurc pack. This, puck b ccjuivnlcrrt 1o atO^U M TM 
Kith Power Pack soJIwnrc. 



Ihe Meija ST 4 inclwles sepcratc tcyboHrd and cpu. Blttter chip. 
4 Mb KAM ajid mauc. The Mcy;a 51' 4 also include^ h 
batlcry backed tlotk and buiiness software. 



The PC -J has .in SD2S6 protcsaor runnina u1 £ or |2 MHk, 
1 MB el RAM.60 MB hand drive, 5 AT jik! 1 XT expan- 
lion slot*. For Mono monitor add £100. Phone for others. 

Atari PC 5 (80386) £2599 

I he PC b hns an S03S6 proce-saor runninir at 16 MHj, mnlh 
coprocessor sockel, b4K cache memory, 2 MB RAM. 
60 MB hard dixk wilh high pcrformuec controller, 4 AT 
and 1 XT alota. For Mono motiilor add £100, 



(0772)203 1 66 Fax 56 1 07 1 



LjJuuL. C-jMiMuiir^ |ii<Ti.-niciiBl is n Indiny umcnf W u huH vl.i-tcih# I :miu:l 
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GAMES 



POSTMAN PAT 

postman pat, postman pat and his black 
and white cat .... la, la, la-la, laa, la 



* * DELIUERIESOO 
SCORE OOOOO 



Love him or loathe him, you can't 
deny that Postman Pat has been a 
big commercial success. Following 
the TV shows r videos, books, and all man- 
ner of merchandise we now have the com- 
puter game! While lt J s aimed at the youn- 
ger games player, there's a harder version 
included to challenge older players too. 
And, as a bonus, the author has added 
three extm games in the form of Snap, 
Ludo, und Snakes and Ladders - all with a 
Postman Pat flavour. 
Your job is to use the joystick to control 
Pat s van as he makes his morning rounds 
delivering parcels and letters to his friends 
in the village of Greendale. He must be on 
some sort of productivity scheme as he's 
been given a time limit to complete all the 
tasks. If he fails it's Game Over. If he 
succeeds the process starts again, but with 
a shorter time limit and more letters to 
deliver. Points are awarded for correct de- 
liveries, and for successfully completing 
various odd jobs he gets asked to do while 
on his rounds. These include tasks such as 
recapturing Peter Fogg's sheep which are 
currently rampaging □ round his garden r 
and picking up a prescription from Dr, 
Gilbcrtson and delivering it to Miss 
Hubbard. 

You get a bird s-eye-view of the proceed- 
ings, each screen showing a section of 
rood plus features of the local landscape, 
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such as buildings, 
bridges., trees, etc. 
Scrolling messages 
are displayed at 
the top of the 
screen telling Pat 
what to do next. 
You have to steer 
the van along the 
road, the screen 
quickly flipping to 
show the next sec- 
tion when you 
reach its bound- 
ary. If you stop at 
the house of one of 
the main charac- 
ters, Pat jumps out of his van and you 
have to control him with the joystick to 
perform the allotted task. 
First stop is always the Post Office r where 
Pat collects the mail from Mrs. Goggins. 
Each delivery consists of either a number 
of letters or a parcel. The letters may be 
delivered singly to any house with a 
flashing door(!) by stopping the van level 
with it and pressing the fire button, 
although with practice you can do it with- 
out actually stopping, which saves time) 
The letter flics out of the van Into the letter 
box if your aim was good, but if you miss 
you have to make Pat get out and pick up 
the letter before you can try again 

To make life more difficult there are 
oil slicks on the road which play 
havoc with the already rather diffi- 
cult van steering controls. Also, you 
hove to contend with Miss Hubbard., 
who's forever wobbling along the 
village streets on her old push-bike. 
Driving over her doesn't seem to 
cause any physical damage either to 
her, her bike, or to Pat's vein, bat it 
does cost you valuable game points! 
To get anywhere with this game 
you have to know the layout of 
Greendale, so it's wise to spend 
some time exploring the roads and 
finding out where the main charac- 
ters live. You really need to draw u map 
too, to help you until you've memorised 
everything. 

The Ludo, Snakes and Ladders., and Snap 
games have nothing to do with the main 
game - they're just there as freebie extras. 
The first two are straight implementations 
of the old favourite board games, playable 



Watch out 
Miss Hubbard! 



by up to four people. Snap is a one player 
game using pictures of the principle char- 
acters from the main game. Each charac- 
ter is split in half at waist level, and their 
top and bottom halves are scrolled across 
the screen at different rates. When the two 
halves of the same character coincide, you 
indicate Snap by pressing the fire button. 



SOUND - the Postman Pat theme 
music quickly becomes tiresome, 
but can be turned off and re- 
placed, by very simple sound 
effects 

GRAPHICS - the bold, colourful 
cartoonlike backdrops and ani- 
mated sprites are well executed 
and should prove attractive to 
children 

GAMEPLAY - very young children 
(and most adults!) will have 
problems with the controls, but 
older kids should eventually aet 
the hang of it 

VERDICT - a good budget level 
children's game, but younger 
players will need help to get the 
most out of it 
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ROLE PLAYING 




Are you experienced enough? 



Another successful D&D type game 
from SSI. If you enjoyed Galdre- 
gon r s Domain or Times of Lore 
and would like something with a little 
more meat to it, or if you ore fan of the 
Ultima series and still waiting for Ultima V 
to finally appear on the ST r then this could 
be just the game for you. It is an excellent 
Fantasy Role Playing adventure set in 
Ymros, the same mythical world as SSI's 
earlier Shard of Spring, 
You start the game by treating a party of 
five adventurers to investigate the burning 
of a small village by a horde of Kobolds. 
You con choose any mix of Humans, 
Elves, Dwarves, Dark Elves or Trolls; you 
get to 'roll dice' for their Speed, Strength. 
Intellect, Endurance and Skill, then you 
must choose to which of the ten classes 
(from Barbarians to Wizards, and from 
Thieves to Scholars) you wish each of them 
to belong. 

A large window shows you an overhead 
view of your characters and the surround- 
ing terrain: other windows and menus pro- 
vide extra information and allow you to 
drive most of the game by mouse. 
The wilderness is enormous, with many 
dillerenl terrain types, infested wilt: ;i vari- 
ety of wandering monsters. Towns, Tem- 
ples and Colleges are plentiful - all activity 
in these is menu driven. And there are 
dungeons, full of puzzles, traps, and lots 
and lots of monsters. 
Normally you only see a single character 
representing your whole party, but when 
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you ore attacked 
you get a close up 
of the local terrain 
with all your char- 
acters and the 
enemy shown as 
individual icons. 
On his or her turn 
each of your guys 
can, with the right 
skills, use their 
speed points to 
attack the enemy, 
move around, cast 
spells, use magical 
items, turn un- 
dead, pray for 
help, leech spell points from enemy magic 
users or dodge, They can also, if they have 
the right skills, examine the enemies to see 
how strong they are or who they are plan- 
ning to attack. The detail is superb, with 
lots of different weapons (though no 
ranged ones), and dozens of different 
spells. 

Battles at sea, agoinst Ghost Ships, Sea 
Monsters or Pirates are a little different 
and add a nice touch of variety. 
Victory in the fights h rings the usual re- 
wards - Experience Points (which you can 
use at Guilds to increase your characters' 
capabilities), Gold (so you can buy oil the 
weapons, healing, tuition, ships, provi- 
sions, magic, etc, you need to survive), and 
a random selection of weapons (some of 
which may prove magical)! 

It is worth cheating a little on the 
Guilds: always save before using them 
and make sure that your characters 
get worthwhile increments to their 
skills - if not, restore and try again' 
Intellect is particularly important 
since it determines how many skills 
you can learn. There are over thirty 
different skills, including five classes 
of spells and three classes of weapons, 
esoteric ones such as View Mind, 
Summon, and Berserking plus lots of 
standard ones like Disarm l raps and 
Priesthood. 

Vour quest leads you from the ruins 
of the village to a Kobold camp, 
where you discover that darker things may 
be afoot - it seems that a minor demon 
was behind that attack, but when you 
finally defeat him you discover that there 
is a more powerful demon behind him! As 
you unravel the plot you will find yourself 
questing to the far corners of the earth in 
order to defeat the Demon-God Malifon 



t£ m 

1 hv 

2 eu 

3 db 

4 det 

5 tr 



MP 

44 34 
55 44 



Before you is * fabulous norkshop 
■ Here glemna weapons are? being 
enchanted by Du*.r oen Patters. 

Charcot tr with itew to enchant? 



and save the whole world' 
There are some nice little puzzles that you 
need to solve with the various artefacts 
you will find in the dungeons, and you 
will need to learn how to translate runes if 
you wish to succeed; but generally, as long 
as you follow the plot and don't wander 
off into the nastiest dungeons too early in 
the game, most of the problems are fairly 
straight-forward. The plot does develop, 
the world changes, and your characters 
improve rapidly as the game unfolds - you 
get a nice feeling of satisfaction as you 
complete each sub-quest, only to find the 
next one is a lot harder! Learn how to 
Wind Walk and you will always be able to 
escape to somewhere you can buy a new 
ship! 

• GAMEPLAY - Lots of depth, plenty 
to do, should keep your interest for 
a long time if you are into Fantasy 
Role Playing, Lots to explore, de- 
tailed fights, and plenty of sub- 
quests make for a good balance. 

• GRAPHICS - Not fantastic, but 
more than adequate for this kind 
of game. 

• SOUND - Minimal, but adequate 
for this kind of game. 

• VERDICT - 1 thoroughly enjoyed 
it. As long as you can handle the 
extra- depth and are prepared to 
study the manual a little you will 
get a lot more value for your 
money than a lot of the stuff on 
the shelves these days! 
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ADVENTURE 

Deja Vu II 

(Haven't I been here before?) 



You're in big trouble, pall Remem- 
ber the time when you woke up in 
the bathroom of that sleazy bar 
with no memory and found out you'd 
been framed for Joey Siegel's murder? 
Thought you could rest easy after clearing 
your name? Not a chance! Seems |oey, 
who was working for Las Vegas mobster 
Tony Malone, left 1 1 2,000 dollars un- 
accounted for upon his demise. Now 
Malone wants his money and has you 
figured as the thief. He's sent several of his 
... er ... friends to J persuade' you to come 
up with the dough - or else! I 
Deja Vu II is the sequel to Deja Vu: A 
Nightmare Comes True, the first entry in 
Icom Simulations award- winning series of 
graphic adventures (which includes Unin- 
vited and Shadowgate). Once again you 
play second-rate detective Ace Harding, 
and once again you start off in a 
bathroom. 

This time you've been kidnapped by 
Malone's thugs, brought to his hotel/casi- 
no in Vegas, grilled, beat up, tossed in a 
both arid given a deadline of jus l 7 days to 
hand over the missing funds, just to keep 
you on your toes, one of Malone's boys 
follows you throughout the game, keeping 
an eye on your actions and popping up 
every now and then with grim warnings to 
remind you how little time is left. 
The interface will be familiar from all the 
previous Icom adventures. On screen you 
have separate windows for graphics, text, 
exits, commands, 'self and inventory. The 
command window offers eight options - 
Examine, Operate, open, Close, Go, Hit, 
Speak and Consume - while the Exits win- 
dow shows all currently available (and 
some impossible!) ways of leaving your 
present location. 

Most items shown in the graphics window 
are really 'there' and can be manipulated 
with the mouse by pointing, clicking, drag- 
ging and so on. Containers of various 
kinds can be selected and 'opened', bring- 
ing up a new window that shows their 
contents. (Anyone remember 'opening' the 
corpse of |oey Siegel in the original Deja 
Vu?!). 
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To get dressed in 
the opening scene, 
for example, you 
can select the pair 
of pants.., drag 
them to your in- 
ventory window 
and then Operate 
them on yourself. 
Select and Open 
the pants to find 
your wallet and 
some important 
papers. Operate 
the cold tap on it- 
self to run some 
water in the sink, 
and Hit the mirror for the thrilling sound 
of shattering glass. 

There are also plenty of shortcuts. Double- 
clicking on most objects will give you a 
description of them. One double-click on 
an unlocked door (or the corresponding 
square in the exit window) opens lt r and a 
second click takes you through it. 
Make sure that you take the pants, tren- 
chcoat and cigar ring from the hotel room 
when you leave, because it locks behind 
you and you'll need the items later. Stop 
first to admire the artwork in the Casino 
lobby, which may give you an important 
hint on how to win the game, then head 
for the blackjack tables and look for an old 
friend (you may have to prod his 
memory!). 

Here, for the first time, you get to see the 
major enhancement in this second Deja 
Vu instalment; the authors have included 
some clever animation as found in Unin- 
vited and Shadowgate. The dealer may 
wink at you before he lays down the curds; 
later on, you'll watch the trains arriving, 
gaze at passing scenery through the train 
window, or see birds flying across the 
desert; 

Speaking of trains, once you've won 
enough money at the gambling tables you 
should head directly for the station and 
travel back to your old haunts. In fact, a 
better subtitle for this game might have 
been 'A Tale Of Two Cities', since you 
spend almost us much time in Chicago as 
in Las Vegas. 

Back in Chicago, you'll return to the scene 
of the crime (changed in subtle ways since 
the first Deja Vu) and visit a number of 
new locations as well, This time your taxi 
driver is deaf, so you'll need written mes- 
sages to get where you want to go to. Little 
by little you'll find evidence connecting 
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the lost money with someone back in Las 
Vegas., where you must return for the final 
showdown. 

You won't end up any richer, but with 
luck you may at least escape with your life 
and if your printer is on when you finish 
the game, you'll have something to show 
for all your work. You'll also find the same 
kind of tongue-in-cheek humour as in the 
original Deja Vu, and even some of the 
same characters and locations. The ani- 
mation and more extensive use of sounds 
are major improvements, as is the fact 
that you die less frequently. 

There are only a few really difficult puz- 
zles, the worst coming at the end us you 
try to figure out how to misdirect your 
enemies. As before,, there is an over- 
abundance of red herrings - many exits 
that can never really be used and dozens 
of objects that have no purpose except to 
clutter up your inventory. 

The only drawbuck with this game is thai 
some commands, Speak r and 'Consume' 
for example, seemed totally unnecessary 
to complete the game and 'Hit' is only- 
used in a specialised sense for blackjack. 

The package comes with general instruc- 
tions as well as machine-specific reference 
cards. 5o, if you enjoyed the first instal- 
ment of Deja Vu then you should not be 
disappointed with this one - it's like Deja 
Vu all over again! * 
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BLOOD MONEY 



Blood Money is the latest 
release from Psygnosis 
and Is the long awaited 
sequel to their previous classic 
shoot J em up, Menace. The 
story behind the game Is tha t 
you. a young law abiding 
Venusian named Spondulix. 
have entered the ASP 'Alien 
Safari', where you must enter 
one of four worlds and totally 
annihilate as many alien crea- 
tures as you possibly can. 
The game basically consists 
of four wolds, Glbba, Grone. 
Shreek, and Snuff to do battle 
In, Gibba is the planet of the 
lowest level of difficulty and 
will cost you 1 00 credits to 
enter. Each successive level 
beyond this costs 100 credits 
more than the previous. When 
you start the game you have 
200 credits at your disposal 
and can enter either of the 
first two levels. To enter levels 
three and four you must first 
complete the lower, much less 



challenging levels, 
Upon entering a 
"world' you ore 
presented with a 
very colourful 
scrolling backdrop 
over which the annihilation 
takes place. Many weird and 
wonderful creatures will be en- 
countered . both large and 
small, as you travet through 
the maze-like caverns and 
passages of each world des- 
troying just about anything 
that moves. Some creatures, 
once destroyed, will leave be- 
hind a credit token. These can 
be collected and saved up to 
buy various pieces of equip- 
ment for your craft at the 
weapons dumps, which are 
distantly spread throughout 
the maze. 

The game is basically just a 
very hard and Incredibly well 
presented shoot 'em up. As 
with many Psygnosis games 
the presentation is stunning! 



The graphics are some of the 
best I have ever seen and the 
sound and music is also of an 
incredible quality. Not only Is it 
% good looking' it is also very 
playable, and offers a number 
of interesting features includ- 
ing an optional two player on 
screen facility. This allows two 
players to fight together 
against the strange crecu'os 
of the four worlds, which can 
make progress much easier to 
achieve! 

Overall I find it difficult to 
fault 1 Blood Money', It is 
beautifully presented, very 
playable, and of a sufficient 
level of difficulty to be hard 
without being too frustrating, 
as seems to be the case with 
many recent releases. 



FACTS 



Title: BLOOD MONEY 
Publisher : Psygnosis 
Price: £19.95 
Reviewer- John Davison jnr 



SIGHT & SOUND 



Absolutely fantastic! The 
graphics are very colourful and 
the sctoHtng and animation is 
super smooth. Music and sound 
is of very good quality 



GAMEPLAY 



Addictive ants really quits diffi- 
cult without being truslratingly 
so 



VERDICT 



Probably the best release to 
date from Psygnosis. A tiuiy su- 
perb game, both In presenta- 
tion and pfayability. Highly re- 
commended 



FACTS 



Title: APB 

Publisher: Tengen 

Price: £19.99 

Reviewer John Davison jnr 




SIGHT & SOUND 



The graphics are of poor quali- 
ty, although the scrolling is very 
smooth indeed. The sound is 
nothing special at ail 



GAMEPLAY 



t couldn't get on with it at aft. It 
was both frustrating and 
annoying 



VERDICT 



Not my cup at tea at all 




APB. or 'All Points Bulle- 
tin' to use its full name, 
is a vertically scrolling 
driving game converted 
(apparently) from an arcade 
machine of the same name. 
You piay the part of an Amer- 
ican traffic cop whose instruc- 
tions are ro arrest anyone who 
is breaking the law. Various 
different offenders are colour 
coded according to their 
crime and what you must do is 
dash up and down the high- 
way apprehending them. 
To 'nick' people is a relatively 
simple task. In front of your car 
as you travel along is a small 
steering wheel shaped scon, 
which, if you are travelling 
slowly is near your front bum- 



per and when 
you're travelling 
fast is a way in 
front of the car. 
The trick is to posi- 
tion the icon over the offender 
you want to "nick' and sound 
your siren by pressing the fire 
button. Once you have mode 
you quota of arrests you must 
return to HQ and prepare for 
the next day. 

As you progress from day to 
day (If you are good enough) 
you will be assigned missions 
to catch major criminals as 
opposed to minor offenders. 
These criminals include drug 
users and hookers who must 
be chased and in some cases 
forced off the road. 

There is plenty to keep you 
busy throughout the game 
and there are various 'power 
ups J which can collected and 
attached to your car. such as 



extra speed or brakes. Also on 
later levels a gun is fitted to 
the front of the car to deal 
with the more troublesome 
offenders. 

My personal opinion of the 
game is that it is not very 
good. I found it frustrating to 
play and not terribly enjoy- 
able, The graphics are of quite 
poor quality, although the 
scrolling and animation is very 
smooth. In terms of sound, the 
music and sound effects are 
generally poor, although some 
of the sampled babbling 
speech heard from time to 
time can be quite amusing at 
first. As you can probably fell 
I'm not at all impressed by 
APS. I don't think it's worth the 
askfng price of £19.99.. but you 
might think differently. Try be- 
fore you buy. 
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AAARGH! 



This game is subtitled 
"The Monsters Revenge" 
and the -fheme is o re- 
versal of the norrnol rates 
found in arcade gomes. As 
such it is quite refreshing. It is 
the role of the player (or play- 
ers since there are two player 
options for this game as com- 
petitors) to take a monster, 
ravage a town, obtain the 
Roc's egg and keep it safely. 
The population of the towns 
do not like being trampled 
and eaten and thus they and 
several unpleasant marauding 
insects try to stop you. Tnis s 
where all the fun comes in, 
the monster, be It fire brea- 
thing lizard or halitosis ridden 
Ogre, con eat people, basn or 
bum down buildings and gen- 
erally create carnage. 
Obviously all this work takes 
its toll and thus much eating is 
necessary to maintain the 
strength of your pet monster. 
This comes in the form of 



either fast food in- 
side destroyed 
buildings or hu- 
mans on the hoof , 
very nippy but 
rrgch more ten 
der. Of course some places 
also hide refueling stations for 
your breath weapons and 
some have the eggs of super 
horseflies that deliver a most 
unpleasant sting. It would 
seem that there really is no 
major problem in getting the 
egg, sadly keeping it is some- 
what harder since the second 
portion of the game Includes 
a duel with the second mons- 
ter to maintain possession of 
the hard won egg. All this is 
good clean fun. 
Melbourne House have pro- 
duced a game that is fun to 
watch and although the con- 
trols are somewhat unwieldy 
and on occasion precise con- 
trol is most frustrating, the feel 
of a jolly good romp is main- 




tained. The sprites are large, 
colourful and humorous and 
although the demise of your 
creature is a grisly blood- 
soaked affair It maintains a 
cartoon view of things. The 
loading screen is well drawn 
although the music could be 
better, on the other hand the 
sampled monster statements 
Toodl' or 'Power' are excel- 
lent and sound as though they 
are lifted from Scooby Doo 
adding further to the fun. 
I enjoyed playing this game 
enormously and although it 
may pall a little after long 
playing the novelty value will 
ensure repeat plays at regular 
intervals. The premise is diffe- 
rent and such originality 
should be encouraged. 



FACTS 



Title: AAARGH 
Publisne-: Melbourne House 
Price; £19,99 
Reviewer; Damon Howarth 



SIGHT a SOUND 



The sprites and backdrops are 
well defined and the sampled 
voices ore good. The music, 
white appropriately bestial, 
leaves much to be desired 



GAMEPLAY 



A colourful riot With occoslonot 
hiccups in joystick control, 
genetalty good tun to piay 



VERDICT 



A good fun game that is worth 
putting in someone's stocking 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer 



GILBERT: ESCAPE 
FROM DRILL 
Again and Again 
£19.99 

John Davison Jnr 



SIGHT & SOUND 



me graphics ore very colourful, 
and pretty much- everything 
hat putrid green snot dripping 
from it! The music is very good 
but the sound effects are awful! 



GAMEPLAY 



I found it a bit boring, but no 
doubt young children would 
find It good fun 



VERDICT 



1 can't help feeling that this is 
yet another game which ends 
up being just a cash-m' on the? 
name of the main chotacter 




GILBERT: 

ESCAPE FROM DRILL 



Gilbert, the disgusting 
slimy and snotty alien 
television character 
has finally made it to the 
world's computer screens I 
Every parent's least favourite 
alien now has the chance to 
spread his lavatorial humour to 
the very depths of every 
child's imagination. The thing 
is though, no matter how 
much same people complain, 
it is difficult not to find some of 
it very amusing. 
There is no doubt that Gilbert 
Is very definitely a cult charac- 
ter with the non-children of this 
world, and in this game he has 
returned to his home planet of 
Drill and is feeling very pleased 
with himself. Unfortunately, the 
rest of his fellow Drillians are a 



ihlle less pleased 
and are appa- 
rently green (and 
slimy!) with envy, 
as Gilbert has been invited 
back to Earth to do a new 
television series. To prevent this 
and further inflation of his 
already incredibly huge ego 
the Drillians have removed 
parts of Gilbert's ship, the Mil- 
lenium Dustbin, and have 
spread them around the 
planet, you control Gilbert as 
he searches for these parts 
(what a surprise l) and have 
only twenty four hours to find 
them. 

What you must do is roam 
around the planet arcade 
adventure style and beat the 
Drillians at a number of 
arcade machines which are 
dotted around the piace. 
These simple games have 
some wonderful names such 



as 'Snot Fight At The OK Cor- 
ral' and other equally disgust- 
ing ones. Completing an 
arcade game will give you a 
clue as to where the missing 
parts of the ship are. 
Whilst this may sound a great 
deal of fun. the game doesn't 
capture the overall obnoxious 
attitude of Gilbert. On TV he 
has to be seen to be believed, 
but this game seems to do lit- 
tle more than cash in on the 
character- The % arcade 
games' are no more than very 
simple aid games such as 
Space Invaders or Snakes, The 
idea had tremendous poten- 
tial, but it never seems to hold 
my attention for long enough, 
and because of this I have not 
managed to get very far. Most 
of the time I felt I was just mov- 
ing Gilbert around various pas- 
sages aimlessly trying to give 
him something to do, 
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INDIANA JONES 



To the striking and 
famous chords the 
loading screen to fh :> 
spin off game comes up and 
the faithful reproduction of the 
sound heralds a game that is 
worthy of the licence. 
There Is always a danger that 
film licensed games try to get 
oy on the name of the film 
and put in scrappy game play 
and ideas but this Is not one of 
those sort at all. A four port 
game it follows some of the 
major events in the film and 
does it with the panache that 
the Jones Boys would be 
pleased to associate themsel- 
ves with. Even the copy pro- 
tection routine is cleverly 
embedded in the depths of 
the game. 

Sadly the games are very dif- 
ficult and with prevailing 
deadlines I have not com- 
pleted all of the action but 
the distance I have gone con- 
vince me the game is well 



worth continuing. 

the first portion 
of the quartet in- 
volves young Indy 
making his first 
contact with the 
Cross and meeting his nemesis 
In a platform and ladders 
game which involves a lot of 
tricky timing problems, [he 
li ghting of this level depends 
on torches picked up on the 
way and culminates in a dash 
across the train as in the film. 

In the next level, the adult 
portion of Indy's game life, the 
copy protection is revealed os 
the choice of doors to the 
vaults Is listed only in the in- 
structions and it all depends 
on the days date. Successful 
completion of this entails o 
climb to a subsequent new 
level. This one involves the 
escape on the airship and the 
hunt for the Grail diary com- 
prising a pick up and search 
game. Finally the actual hunt 




for the Grail is necessary to 
save Mr, Jones senior but I 
have not reached this pah 
yet. Each level is introduced 
by a still from the film repre- 
senting the part of the plot 
involved with that particular 
level. 

I have enjoyed this game 
and it is of high quality In 
graphic and music tones, defi- 
nitely better than previous 
Indy adventures and it should 
be enjoyed by most arcade 
addicts. It Is a pity that the 
earty parts are so difficult to 
come to terms with although 
were they easy the game 
may not have the necessary 
long term appeal. A good 
game to buy younger mem- 
bers of the family. 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



INDIANA JONES AND 
THE LAST CRUSADE 
Lucasfilm Games 
£19.99 

Damon Howarth 



SIGHT & SOUND 



The sound Is a good sample of 
Itte theme together with strong 
spot effects, lighting and sprite 
effects ore ai$0 creditable 



GAMEPLAY 



Difficult but addictive, the 
sprites pre weil handled and re- 
sponse to controls is good 



VERDICT 



A good game for those with 
strong arcade skiffs or who Hke 
the indy adventures. Probably 
well worth a took 



FACTS 



Title: PAPERBOY 
Publisher: Elite 
Price: £19,99 
Reviewer: John Davison jnr 



SIGHT & SOUND 



The graphics are very colourful 
and close to the arcade origin' 
at, The sound consists of a 
pleasani OMe ditty playing in 
the background 



GAMEPLAY 



In my opinion • too hard. 
However, those of you who ate 
experts at the original will prob- 
ably find ft acceptable 



VERDICT 



Certainly not the most wonder- 
ful arcade conversion, but fans 
of the original will enjoy it 




Ml any people expec- 
ted this particular 
arcade conversion 
to be released on the ST ages 
ago and have been waiting 
patiently for some time. It's fin- 
ally here and it is not bad at 
all. 

You play the part of (guess 
what?) a paperboy, who must 
cycle through a typical Amer- 
ican suburb slinging his papers 
from his bike to the various 
houses in the neighbourhood. 
This may sound very simple, 
but to hinder our young hero J s 
progress there are many diffe- 
rent hazards he must avoid, 
such as lawnmowers. remote 
controlled cars, dogs and 
pedestrians, all making the de- 
livery much more difficult, 



PAPERBOY 



Each 'level' of the 
game is one 
morning of the 
week. i.e. you 
start on Monday and work 
your way through. If you man- 
age to complete a whole 
week's deliveries then you 
move on to the next more 
difficult street. At the end of 
each level or street is a small 
park which must be cycled 
through as fast as possible, 
leaping over ramps and 
throwing all the remaining 
newspapers at targets dotted 
along the side of the track in 
order to score bonus polnts. 
Paperboy is basically a di- 
agonally scrolling affair with 
some good graphics. Unlike 
many arcade conversions it is 
actually quite close to the ori- 
ginal, both graphically and 
also in the way it plays, The 
arcade machine was difficult. 



as Is its home computer 
cou ; n. in some ways though I 
would say that this version is In 
fact too hard. It is very difficult 
to successfully complete one 
morning's delivery without 
being knocked off your bike 
by something or other. So far I 
hove not managed to get 
past Thursday on the lowest 
level of play. "Easy Street', and 
when you just can't get any 
further with a game due to 
the difficulty I find it frustrating. 
Whether or not it was worth 
the wait I'm not sure, I was a 
big fan of the arcade original 
and whilst this brought some 
of its 'magic' to the ST I can't 
help feeling that there is some- 
thing missing, ft is, however, a 
commendable conversion 
from an Impressive arcade 
game ond I would imagine 
tnat many people will enjoy it. 
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HIGH STEEL 



The Instruction to High 
Steel seem far too 
short to convey what 
seems to be a complicated 
message but happily the 
game made sense after □ 
couple of attempts and atter 
a few more ires I found it pos 
sibie to go somewhere in if. 
It is the players Job to con- 
struct levels of a building using 
bricks and girders by planting 
the girder, climbing ft and 
laying a brick, this task is made 
harder by gremlins dropping 
from the invisible overhead 
crane and also by the assor- 
ted banana skins and un- 
pleasant mothers who can kill 
on contact. It Is also necessary 
to deduce the loading system 
of the overhead crane to en- 
sure that upwardly mobile 
buildings are a possibility. 
The game can be described 
as a simple pick up and 
place, build your own, plat- 
form and ladder game but 



that is really not a 
fair description. 
Personally I felt it 
to be a fast mov- 
ing strategic 
game which also 
needed a swift hand on the 
joystick. I found the graphic* 
quite enchanting and even 
though the game is available 
on popular 8 bits the standard 
of sprites is high. Some crea- 
tures appear to have come 
from memories of eld Huck 
leberry Hound shows and that 
exemplifies much of the ac- 
tion. The sound effects and 
sights of the various falling ob- 
jects together with the stun- 
ned looks of the builder add 
to the charm of a very good 
game and white I do not see ft 
ranking with the so called 
Mega Games this one has a 
charm and feel all It's own. 
it is probably a good thing 
that the screen Is as helpful as 
it is since the instructions can 




tend to confuse the user and 
indeed once the basic con- 
cept is grasped that only one 
thing at a time may be car- 
ried and that girders can only 
be securely planted on enrp"y 
spaces the game is self expla- 
natory. 

Both sound effects and music 
are pleasant and adequate 
to the ear and some spot 
sounds are in fact essential to 
the enjoymentf?) of your own 
demise. This is another good 
and original game that deser- 
ves a great deal of sue c ess 
found it hard to stop playing 
and the addictive factor was 
high, A game that could end 
up keeping you occupied 
much longer man your first Im- 
pressions lead you to believe. 



FACTS 



Title: HIGH STEEL 

Publisher: Screen 7 
Price: £1 9. 99 
Reviewer: Damon Howarth 



SIGHT & SOUND 



Sound is more than adequate 
while the graphic* are humor- 
ous and cofourfui 



GAMEPLAY 



Fun, tost and furious. Ai the 
levels rise so does the blood 
pressure and tun. Good joystick 
recognition too 



VERDICT 



An original game welt worth 
buying. Apart from the instruc- 
tions, wonderful 



FACTS 



Title: SHINOBI 
Publisher: Virgin Games 
Price: SI 9.99 
Reviewer: Damon Howarth 



SIGHT & SOUND 



The sound mainly works on spot 
effects and is very Jackie 
Chan r the sprites are large and 
adequate and fairly average 



GAMEPLAY 



More than adequate although 
at times a tittte samey and not 
as quick as it could toe 



VERDICT 



Not bad as far as it goes, better 
than many although not the 
test, try It first 




SHINOBI 



This is a SEGA coin-op 
conversion and so will 
be familiar to those of 
you who haunt amusement 
arcades. The plot is quite a 
simple one of saving the lost 
children from the marauders 
as one of the Ninja School's 
most Illustrious heroes, 
The game proceeds In the 
traditional manner with a 
good response to the joystick 
and some very strong spot 
effects. The screen scrolls slow- 
ly and some of the action can 
be a little Jerky, although in the 
main the whole piece is of an 
acceptable standard, 
It is disappointing that there 
seem to be so few levels as 
although i only ma naged to 
reach the third location 



before meeting 
my fate there did 
not seem to be 
any option to 
progress past level 
four except for the probability 
of starting again at the begin- 
ning and working harder the 
second time through, 
The screens are colourful and 
can be quite busy, and it 
seems that your ninja has an 
inexhaustible supply of Shur- 
iken although these are prom- 
oted to more dangerous mis- 
siles as bonus points are amas- 
sed for saving children. Some 
of the more esoteric parts of 
this game come from the use 
of Ninja magic to help the 
hero escape from lethal prob- 
lems and also "ho relative in- 
action of the opposition unless 
they are being directly con- 
fronted. The only real danger 
comes from the men with 
guns who are quite capable 



off screen. The two level jump- 
ing feature which enables the 
fighter to travel and kill on 
rooftops needs using with 
some timing and care and 
can prove to be a Irfesaver. 
Shinobi is probably as good 
as many of it's rivals and cer- 
tainly better than others but 
on the other hand it does not 
generate the feel of the very 
best of it's genre and so I 
found It slightly disappointing. 
The inlay card that describes 
the kidnapping of the children 
shows more promise than Is 
actually manifested. The 
game is workman like in its 
construction and as such 
probably reflects the original 
quite well. Where it puts in 
special effects,, as in the Ninja 
magic sequences t does it 
very well but the rest of the 
game is fairly pedestrian, 
Maybe a game of interest 
only to the enthusiast. 
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JAWS 



Being a 'Jaws' fan J was 
anticipating an enjoy- 
able action/strategy 
game as I viewed the impress- 
ive loading sequence ... in a 
cinema, with the familiar bass 
lines of the Jaws theme 
pounding out and the scene 
of a shark happily digesting an 
unwary swimmer! However. 
I'm afraid that - for me - was 
the best part of the game. 
You play the part of Brodie 
and the object of the game is 
to hang on to your job as Am- 
ity's Chief of Police, by keep- 
ing as many beaches open as 
possible and the swimmers 
death toll at a minimum, whilst 
searching for the equipment 
and special weapon to deal 
with the shark. You must first 
recover the four sections of 
the gun and the special bul- 
lets from the nostie-infested 
caverns below the reef, 



Much of the 
gameplay in- 
volves the ex- 

ploration of an |^ 

aauatic maze 
in a submersi- 
ble contraption, popping mis- 
siles at all and sundry. When 
your sooaui weapon s assem- 
bled, one member of your 
party has to attempt to des- 
troy Jows with the weapon. 
The chosen member then has 
a time limit of just 80 seconds 
of air and four special bullets 
to co the business 
There is a certain strategy 
element involving the opening 
and closing of several 
beaches, but this Is very basic 
and mokes very little differ- 
ence to the player's progress. 
Your degree of success during 
t he game is presented by way 
of a 'Mayorometer'. which In- 
dicates the Mayor's reaction 




to beach closures and deaths. 

Sounds simple, yet the game 
lacks payability and sustained 
interest. The animation is jerky 
and uninteresting with the 
sound effects - apart from the 
loading sequence - being very 
basic indeed. The pulse does 
race a little when old Jaws 
enters your current playing 
screen, but that's about alll 

The Jaws concept, via book 
and subsequent films, was a 
huge success and the compu- 
ter game should at least equal 
the excitement generated. 
Sadly, this is not the case and 
with software at ST prices we 
have come to expect better. 
A great disappointment. 



FACTS 



Title: JAWS 
Publisher: Screen 7 
Price; £19.99 
Reviewer: John ft. Bamsley 



SIGHT & SOUND 



Poor background graphics and 
rVckery animation Apart from 
the opening sequence, the 
sound is out of ptace tor a 
16-btt machine 



GAMEPLAY 



Shows promise infflaiiy but en- 
thusiasm soon wanes as the 
gome progresses 



VERDICT 



At this price, forget it - buy a 
goldfish instead!! 



FACTS 



Title: RICK DANGEROUS 

Publisher: Firebird 

Price: 534,99 

Rev ewer John Davison Jnr 



SIGHT & SOUND 



The graphics are cotourfvi, de- 
taUed, and wet! drawn in an 
amusing cartoon style. Sounds 
are ait high quality Samples 
used to good effect, 



GAMEPLAY 



One of the most enjoyable re- 
teases for the ST! have ever 
seen, it is totaity addictive. 



VERDICT 



Absolutely BrittionH 




Wk DANGEROUS 



This latest release from 
Firebird is possibly the 
most enjoyable game I 
have played in a very long 
time. I r m not normally a sucker 
for ladders and platforms style 
games, but this is most defi- 
nitely an exception, 
The year is 1945 and you play 
the part of Rick r the Indiana 
Jones style intrepid explorer, 
who must move around the 
various tombs and temples 
armed with a revolver, dyna- 
mite, ond his 'big stick" collect- 
ing treasure. Throughout the 
levels Rick will encounter a 
large number of traps and 
guardians who are out to stop 
him from completing his mis- 
sion, which is to solve the puz- 
zles and collect oil the trea- 



sure he can safely 
lay his hands on. 
Throughout the 
game there are 
many amusing lit- 
tle moments which add to the 
overall enjoyable 'atmos- 
phere' of the game, Rick Dan- 
gerous is a game which is 
genuinely fun to play, some- 
thing which can not be said 
about many releases over the 
last couple of years. Whilst the 
idea behind the game is not 
exactly original the way in 
which it is executed is truly su- 
perb, There are four missions to 
complete each consisting of 
thirty scrolling caverns and 
passages, Pick's exploring 
takes him from Aztec temples 
to Egyptian tombs - all of 
which have cunning traps and 
puzzles which must be over- 
come using the few resources 
at his disposal* 
The graphics are really su- 



perb, all of the characters in 
the game, although very 
smaH. ore very well detailed in 
on amusing "cartoon' tyac 
style. The sound ejects, are ail 
sampled and are used to ex- 
cellent effect and some, cou- 
pled with the graphics and 
animation, could only be de- 
scribed as tastefully 'cute" 
(check out the little Aztec war- 
riors when you shoot thenri), 
There just isn't enough room 
here to say how much I en- 
joyed this game. It is not very 
often that a game comes 
along which I take the 
greatest pleasure in reviewing, 
but Rick Dangerous is definite- 
ly one of my all time 
favourites. It is simple but in- 
credibly playable, while re- 
maining challenging enough 
to guarantee your addiction 
to it. If only more games were 
of 4 his calibre life as a reviewer 
would be much more fun I 
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ST GAMES ... ST GAMES ... ST GAMES. 



BUFFALO BILL'S 

WILD WEST RODEO SHOW 



Buffalo BUI is another 
entry in the age old 
l multl event' sports 
game format. This particular 
incarnation, as expected from 
the title, is based around a 
'Wild West' theme. It includes 
six events in all. ranging from 
knife throwing to steer wrest- 
ling. The game comes an 
three disks and the different 
events are controlled using 
either the joystick or. In some 
instances, the mouse. 
Such a large game really 
needs more space than avail- 
able here to do it justice so I 
will Just briefly take you 
through each of the six events 
The first event to load is the 
knife throwing. This can be 
controlled with the joystick, or 
more accurately with the 
mouse. The view of the pro- 
ceedings is a 3D view from just 
behind your contestant's right 
arm. In the background is a 
large rotating disc onto which 



is tied a young 
maiden. You con- 
trol a cursor to 
aim your knives, 
which can then 
be thrown by pressing the 
mouse /joystick button. The 
closer the knives land to your 
assistant the higher score you 
receive. 

The next event is the tTick 
shooting, which is divided into 
two separate parts. The first 
has you using your sights to 
aim your sixshooter at targets 
which 'pop up' around the 
desert landscape. Part two 
has you shooting bottles, 
which are thrown into the air 
by your assistant. 
The events that follow are of 
a very different style to the first 
two. Bronco riding has you sit- 
ting astride a mean bucking 
bronco, on which you must 
desperately try to remain sea- 
ted! Stage Coach rescue in- 
volves chasing a stagecoach, 




Publisher: 

Price: 

Reviewer: 



BUFFALO BILL'S WILD 
WEST RODEO SHOW 
Tynesoft 
£19.95 

John Davison jnr 



which has been hijacked by 
an Indian. You have to save 
the stagecoach and its occu- 
pants by climbing onto the 
top of the coach and beating 
the Indian senseless. The fifth 
event, calf roping, involves rid- 
ing along on horseback trying 
to losso a nimble footed calf. 
Finally, steer wrestling has you 
battling away trying to wrestle 
o steer to the ground. 
The graphics throughout are 
nothing short of stunning! Each 
screen obviously has far more 
than sixteen colours and all of 
the pictures and sprites are 
drawn to an extremely high 
standard. In terms of sound 
the game has some superb 
sampled spot effects, but the 
music is quite painful in places. 



SIGHT & SOUND 



The graphics OfB incredible! 
The colours displayed on 
screen are simply astounding. 
Music is dire, although sound 
effects Qfe great 



GAMEPLAY 



A oil tedious and not very 
addictive 



VERDICT 



A very good graphics demo I if 
shows very well the quality of 
the ST's graphics capabilities 



FACTS 



Title; CHUCKIE EGG II 
Publisher: Pick and Choose 
Price £19.95 
Reviewer: John Davison jnr 



SIGHT & SOUND 



Drab graphics to begin with 
giving way to some nicety 
drawn and animated screens 
out the music Is best turned oft 
as are the sound effects! 



GAMEPLAY 



Tough! Whilst the game ii well 
thought out, the actual control 
mil lake a lot of mastering. At 
least you have a lot of lives to 
play wftti 



VERDICT 



A game for the hardened 
addict. If you want a real chal- 
lenge, Ihis will give you one but 
tess than excellent players 
might soon give up 




CHUCKIE EGG II 



This is a sequel to the ori- 
ginal Chuckie Egg game 
that was available on 
the Atari 6-bit and various 
other computer formats. The 
intrepid hero, 'Hen House 
Harry ' has now moved into 
the manufacture of chocolate 
eggs. He has to collect all the 
Ingredients to make the 
'Choccy Eggs' and also the 
components of the toys that 
go inside them. 
Before doing these things in 
the factory, you have to 
actually get into the place 
first. This is a challenge in itself. 
vqu can soon work out what 
you use to distract the guard 
dog protecting the entrance 
to the factory, however, get- 
ting to this object involves 



negotiating a 
maze guarded by 
creatures that 
pose a serious 
problem if your 
abilities with a joystick ore not 
up to scratch! Once inside, 
you move along the platforms 
and up and down ladders col- 
lecting and using the various 
objects scattered around the 
reputed 120 screens. 
The game at first appears to 
be of very low quality graphic- 
ally, considering the ST's capa- 
bilities. However, when you 
are inside the factory, the sim- 
ple ladders and platforms are 
set against more impressively 
drawn background pictures. 
The sound consists of a repeti- 
tive, annoy ingly nauseating, 
bouncy little tune, which for- 
tunately can be turned off. 
only to reveal the equally irri- 
tating sound effects. 
After spending several ses- 



sions testing out this game I 
still find many aspects con- 
cerning its payability as frus- 
trating as on the first occasion 
I played it. The precise control 
of Hen House Harry's move- 
ment around the screen is 
ultra-critical and extremely dif- 
ficult. He has a nasty habit of 
bouncing into every obstruc- 
tion around the place. Fortun- 
ately, you start off with more 
than the average number of 
lives for a game of this type. 
My overall opinion is that 
Chuckie Egg II is virtually un- 
playabe. it is one of the few 
recently released titles that is 
genuinely frustrating, If is a 
long time since a game has 
made me want to hurl the 
joystick through the screen- 
iDepending on the type of 
person you are. this can be 
good If you enjoy a real chal- 
lenge, but should be avoided 
if you are a bad loser. 
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STRATEGY 




TANKATTACK 



1. Tankattack is NOT a computer game in the 
norma! sense. It is a computer/board game, 
wherein you and your friends play a board 
game with lots or tittle plastic tanks and 
armoured cars on a colourful board. The com- 
puter acts only as qamesmaster, resolving 
combat and 'throwing dice' to decide on vari- 
ables such as the weather. 

2. There is no solo option. You cannot play 
against the computer - you need 2-4 people to 
play the board game; the computer just helps 
run the game and provides some pretty pic- 
tures - it never actually plays the game itself. 

At this point I suspect most of you will 
have lost interest, I can't really blame you! 
Especially when you realise that the com- 
puter doesn't even keep track of the posi- 
tion of your pieces on the board! This 
means that YOU have to work out all the 
rules regarding movement across different 
types of terrain, YOU have to work out 
whether or not it is legal to fire on a 
particular enemy piece, and then YOU 
have to tell the computer which type of 
tanks are fighting and at what range! The 
least I would have expected in a game of 
this nature was that the computer would 
have done all those things to save you all 
the hassle and to enforce the movement/ 
range rules, so that you didn't have to 
worry about details like whether you are in 
line-of-sight of your target and whether or 
not a particular tank has fired yet on this 
turn. 




Title: 


TANKATTACK 


Publisher: 


CDS Software 


Price: 


£24-99 


Reviewer 


John Sweeney 



The game itself is 
a fairly standard 
war game played 
on a map of about 
22 x 23 hexes. 
There are some 
rivers, mountains 
and villages which 
affect your ability 
to move and fire 
and each of the 
four nations has 
two Repair Depots 
and a half share 
in a Rebuilding 
Yard. There aTe 
predefined allian- 
ces between Armania and Kojaldis, and 
between Sarapan and Calderon, so even 
with four players there are only two sides 
involved - you are not allowed to attac:k 
your allies. Each player yets one or two 
armoured divisions to deploy, each consist- 
ing of 2 Light Armoured Cars, 2 Medium 
Armoured Cars, 2 Light Tanks, 3 Medium 
Battle Tanks, and 3 Main Battle Tanks, 
(You tell which tank is which by counting 
the number of plastic dots on the back!) 
So r if the computer doesn't do any of the 
useful hard work, what exactly does it do? 
Well., it shows you some nice graphics - the 
icons which you use are animated - a very 
nice touch! It works out what the weather 
is like and keeps track of how many units 
you have left in action (or being repaired/ 
rebuilt) and also your morale. It uses this 
data to decide how many move- 
ment points you get on each turn. 
For each fight that you tell it about, 
it shows you a nice animated scene 
of your tank grinding across the 
screen and firing at the enemy, fol- 
lowed by an on-screen printout of 
the result (at which time it may 
allow you to send a tank for repair). 
And it shows a page of a newspaper 
at the end of each round giving 
some indication of the state of the 
war and the weather forecast, com- 
plete with meteorological chart! 
Unfortunately there are a couple of 
problems with the implementation 
of all this: 

Every time you enter a command to the 
computer, or it wishes to report on an 
event it insists on playing it back to you 
on a simulated teletype for confirmation, 
wasting about eight seconds each time. 
The animated fighting sequences have 
some nice graphics and there are a few 
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minor variations, but basically they are so 
similar every time that they soon get very 
tedious. The newspaper looks good to start 
with, but obviously has a fairly limited set 
of standard phrases to juggle with and the 
novelty quickly wears off. 
And there are a few bugs: e.g. the news- 
paper sentences are often garbled or repe- 
ated; if a repair is complete but you had 
two identical tanks being repaired it 
doesn't identify which one is now ready; 
and despite the fact that there are five 
different classes of tank il doesn't ask you 
which one you are using when you attack 
the enemy HQ {the object of the game!) - 
whereas it needs to know to resolve any 
ordinary battle! 

If yog want a good Tank Board Game 
then I suspect there are better ones on the 
market than this that don't need a compu- 
te^ and the implementation on the com- 
puter is so slow that you could throw your 
own dice and look up a Combat Resolu- 
tion Table a lot faster! 



• CAMEP1A Y ■ Fairly standard 
war game - 1 personally did not 
fee/ enough use of the computer 
had been made to make it worth- 
while. 

• GRAPHICS - Excellent, hut li- 
mited - no interaction, 

• SOUND - Minimal effects, 

• VERDICT - Could have been a lot 
better. Probably not a had tittle 
computer-aided war game, if 
that's what you're after. 
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COLUMN 



A full game to 
type in, a useful 
subroutine; lots 
of news plus a 
review of a new 
flight simulator 
program written 
in STOS and 
more besides! 
- Peter Hickman 
has been busy! 



This issue's column, is a real mish- 
mash of news, reviews and type in 
listings. Since the lost issue so much 
has happened with STOS it r s hard to know 
where to begin. 

FIRST THE NEWS 

Chris Payne (marketing manager of 
STOS) has sent me the latest issue of the 
STOS User Cub newsletter and what can I 
say except it r s great. 1 was one of those 
cynics who really did not believe that 
Mandarin would be supporting STOS for 
very long so I never even bothered to send 
off my registration card, which was a great 
mistake because the newsletter is both well 
written and packed with useful informa- 
tion (a bit like this column!!!). So if you 
want more STOS info than I can provide in 
these few pages send your cheques and 
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postal orders for ten pounds (that's for six 
issues) off to Aaron Fothergill who is the 
new editor of the newsletter (his address 
can be found at the end of the article next 
to mine). The release of AMOS (the Amiga 
version of STOS) has., alas, been delayed 
until |anuary, 1 have seen the specifica- 
tions of the new language and without 
hypinq Lt Loo much AMOS looks pretty 
rnindblowlng. 

What next? Ah yes, more news, Mandarin 
are hoping to launch various new STOS 
products over the next few months., these 
have been designed to complement the 
existing STOS range and allow you to add 
extra fancy bits to that next mega game 
you are writing (you are writing a mega 
game I assume??}. Seriously though the 
first release is the STOS Gamespack which 
contains four of the top entries for the 
recent STOS competition (including one 
from Aaron Fothergill), each gome has 
been compiled but the source code will be 
on side two of the disk so everybody can 
dissect, disembowel, cut up and generally 
mutilate the games to suit their own taste. 
The second autumnal release is STOS 
Musician, a full featured music editor simi- 
lar in design to pnigrams like the Music 
Construction Set by Electronic Arts or the 
Music Studio by Activision (only much bet- 
ter), this editor will run as an accessory 
and will indude a MIDI input option, 
By spring '90 Mandarin will also have a 
version of the Vidi ST Digitiser (by Rombo 
Productions) with all accompanying soft- 
ware written in STOS, imagine grabbing 
video images and turning them into 
sprites for that forthcoming mega game. 
Wow! Last but not least is STOS 3D which 
(surprise surprise) is a 3D extension for 
STOS and includes features such as full 
animation and collision detection for any 
3D object Oops, I almost forgot Stephen 
Hill (author of the pTetty ok, not too bad, 
better than most I 've seen, STOS manual) 
has a book com in a. out (it should be in the 
shops as you read this) titled- GAME MAK- 
ERS MANUAL' ATARI ST and STOS BASIC, 
it will be published by Sigma Press and 
has a provisional price of £11.95, the ques- 
tion is will it be ring bound? As these 
products become available I will be doing, 
full reviews including a VFM (value for 
money) guide based on how badly you 
need these extra's in order to write decent 
software. The only thing is I'm going to 
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need an upgrade to fit all of these extensions 
into memory . . A A A A A R R R R.GGGHHH H [ 

AM EXCLUSIVE REVIEW 

Here it is, the exclusive (well nearly) mini 
review of Skysfrike Plus, one of the first STOS 
games to be released independently of Man- 
darin. Skystrike Plus is Q WWII fighter pilot 
game written by that clever chappie Aaron 
Fothergill of Shadow Software (he gets every- 
where doesn't he!), and believe me if the 
program did not have 'STOS' plastered all 
over the credits you would be forgiven in 
thinking Aaron is a assembly language 
whizz. 

The game is quite large and comes on two 
disks so loading is a bit slow r although a nice 
digitised soundtrack and loading st:reen make 
up for that. Once you get through the fancy 
bits such as the vertically scrolling credits on 
a horizontally scrolling background you swap 
disks and are faced with a nice menu with 
various options including a demo mode and 
instructions. The interesting thing about the 
menu is that it hovers above an airfield and 
occasionally a plane will do a fly past, it's 
things like this that turn an average program 
into something special 

After selecting the play game option the 
screen clears and the game begins. In Sky- 
strike Plus your plane, a versatile spitfire, is 
viewed from the side and gives the game a 
Choplifterish look. Your first lesson is taking 
off, the spitfire uses the 'pash up to rotate 
clockwise' merhod of manoeuvering and I 
crashed while attempting my first take off! 

Once the controls are mastered (it soon be- 
comes second nature) it's off to attempt your 
first mission- shoot down two enemy fighters- 
attacking your runway. Your plane mimics 
the fight pattern of a spitfire to a reasonably 
accurate degree, occasionally it will begin to 
lose speed and you will have to do a quick 
climb and dive if you do not want to stall. If 
you get damaged during the dogfight (you 
cannot be killed by one hit, first individual 
systems fail then you die) you will have to 
make a landing to get repaired. Once the 
mission is completed you guide your plane 
bat:k to base and land (which is a whole job 
in itself) and you are given another mission. 
There are fifty six missions in all. dogfights, 
bombing runs, trains to disable, there is even 
a railway tunnel to fly through, other features 
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1 EFBE #O0Q4 

! 3SE3 #0006 

1 CFFF 9FFF 
9FFF 



oooo 
oooo 
oooo 

1C1C 
7F7F 
7F7F 
1C1C 



C1C1 
0O70 
OOCO 
O180 
03E0 
0220 
OOOO 
OOOO 
OOOO 
1041 



E3E3 
OOOO 
OOOO 
OOOO 

oooo 

IC1C 
7F7F 
7F7F 

ICIC 
KX)06 



0O3S 
OOEO 
0190 
OICO 
0770 
OOOO 
OOOO 
OOOO 
EFBE 



OOOO 
OOOO 
OOOO 
OOOO 
OOOO 
.*E.5E 
7F7F 
3E3E 
C71C 



001C FFF3 
OOOC FFF6 
7FFE *O0O6 
FFC7 FF8F 
FB8F E1C3 
0036 OOOO 



OOEO 
0180 
01 CO 

O770 
OOOO 

oooo 
oooo 



oooo 
oooo 
oooo 
oooo 

3E3E 
7F7F 
3E3E 



B20B OOOO 
8209 #0006 
1041 OOOO 



36E3 +O0O6 
7DF7 3BE3 
C71C #0006 
3FFF 9FFF 



j 3FFF 
! 40006 

:#oooa 
r#ooo6 

I #0006 
j 3FFF 
I CFFF 
I 3000 #0006 
3 3000 #0006 
( COCK) *0OO6 



3FFF 
CFFF 
30O0 #0006 
COOO #0006 
300O #O006 
3000 #0006 
9FFF CFFF 
E7FF CFFF 



?r-n- 

E7FF 
190O 
6000 
6000 
1800 
E7FF 
9FFF 



CFFF 
*O0O4 
•O0O6 
#0006 
#0006 
OOOO 
CFFF 



E7FF 
COOO 
3O00 
3O0O 
COOO 
E7FF 
9FFF 



9249 38E3 

6DB6 #0006 

9249 C71C 

6DB6 #0006 

CFFF E7FF 

CFFF 9FFF 

#0006 6000 



#0006 
#0006 
•O0O6 
CFFF 
3FFF 



60O0 
I BOO 
6000 
9FFF 
9FFF 



600O #O0O6 
1B0O #0006 
6O0O #0006 



30O0 #0006 6000 #0006 
FC3F BF77 01 BO 7C3E 



E 7C3E 7F6E 

I OOOO 0034 

S OOOO OO10 

E FEOO #0004 

i 4F50 OOOO 

E »0004 9346 

! A1D6 OOOO 



oiso iBia 

F2EE A0A6 

2CFE #0004 

2CFE #0004 

0010 OOOB 

3224 0003 

OOOO OOOO 



3FFF #0004 

COOO #0006 

3000 #0006 

30O0 #0006 

COOO OOOO 

FC3F DF6F 

3B1C 3 BSC 

FEOO 0000 

2CFC OOOO 

2CFE #0004 

4552 525F 

A1D4 0O62 

0000 OOOO 



1BO0 #0006 
6000 #O0O6 
60OO *O0O6 
1BOO #0006 
O190 F91F 



0180 
O180 
O028 

oooi 

0OO4 



3C3C 
0004 
2CF£ 
202C 
4C4F 



464C 4147 
4624 0OO3 
OOOO 0000 



S 03C17 S 
! 3039B ! 
! 2099F J 
E 30C0D : 
S OA47B : 
: 0273E I 
! 3C1B4 f 
i 54620 E 
! 3015D E 
! 06020 \ 
\ 0D6A0 I 

: 16FFC i 

I 33320 ! 

! 1F7E9 ! 

! OlDBB E 

! 3Q6E6 E 

! 2B065 ! 

2C022 t 

0FF98 ! 

26AEC I 

41958 I 

E 3PFO0 S 

I' 27E4C E 

! 10F3B E 

I 5AE86 E 

59B33 I 

! 0O14O I 

I 00340 J 

i 2DF9A 1 

! LB071 I 

E 20036 I 

! 3001A E 

! 3673A t 

I 700 oc r 

! 3E70B I 

I O02AO \ 

0O4BO 3 

006BO i 

016 AO ; 

0BBF4 E 

1 FDFC t 

E 17B7A E 

I 2BA3E I 
1 534E7 
! 45969 
i 6A6AE 

! 3E126 >, 

I 577FB E 

! 5BB06 ! 
I 4D619 
! 56B1B 
i 3 BO IB 
E 4AO09 
I 4E7FB 

! 5BO05 E 

! 5BOJ6 f 

E 40619 I 

1 56B18 \ 

I 449AB ] 

i 452DE 1 

E 1BA40 j 

[ 2BEEE E 

! 17A3B | 

i 4A45B 1 

E 1 6£ AC i 

I 29DEE I 

E OA1D6 : 



EMD OF BANK 



continued overleaf 



The Makehcink table for GUARDIAN 
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JOO kwy a#f i clicfc ait * cur « off i h 1 d» on i aod* O 
110 INPLEN-iQ i rmm i nput 10 c fi*r- ac t eh- ■ 
120 X INPUT* 13 t V I Nf*UT= 1 1 i rrra fiOS-t tt on i nput 

3,36 Incata 10,0 i print "Pl»as« Typa Your N*m»" 
140 gg»Libi fiOOO 

150 locatl (40-<l«n<INP*) +43 M"^ T ^1 
160 print -KLL0 "jIW* 
L 70 H*l t k*Y 
ISO and 
190 i 
200 i 

3*4CJ ram »#».ni.Mt.t.#***M»*^ 
5750 r*ff. -« FORM INPUT ROUTINE FDR NANIf ENTERING *** 

5960 ram *»###*###******* ■ ■#»*#####*********••**•****##******«*******#* 
5970 rn mmm par *** fere - inpl*n C length P* input tawfc > *** 
39B0 r«" *** k input ,yif*put C cpprd* □# input tail tint 1 ••• 

5990 r«* ***** * **** ■ m • ■■■■^Wi f * ■ *■« » » »** »»»****•**#**** ***************** » 

4000 ir*>s--- 

faOlO COUNT "0 

&020 BCANFRE55-0 

41530 XINPUT2-XINPUT 

£0*0 locata XINPUT > ¥1NPUT 

t,Qna print Bp«c«*«INFLEN+li 

±060 1 

6070 ripnt 

ioao iati*t* * inputs, vi nput 

6440 pan 7 i pr 1 1 fit "_ u i pan 1 
6100 locata XINPUT2,YINFIJI 

illO qoHjJb 6220 i ra« 66 T KEY ****■! 

6120 i* (P«E6S*ceY»>-- " and PRESSKEYK-"^" ) and CCTJNT< INPLEN than print 
PPEEBKEY*[ t bait i lrFt^PfieSSKEY* i inc COUNT t ire X1HPUT2 

6130 i 

6140 If SCANPREB3-14 *nd X l«HJT2>XIIff'UT than d*c COUNT t dK * [l«JT2 i li 
SCINPUT2,YINPUT 5 print " " ; I tpU ■ INP*-l »*t* £ IMP* , COUNT 1 
6150 i 

61 60 until (SCflNPR6SS=2B *r-rf X INPUTS? Si INPUTS 

6J70 loCJit« X INPUT , V 1 Rtf'U T 

itOO print apacatllNFLFN* I > 

AlW raturc 

6200 i 

6210 - 

6220 ram w**********************************"* 1 ******************** '■*«* 
4230 r«> «** LITTLE ROUTINE TO OET A K&Y PREBB 1 PUT INTO PftESEKEY* • 
6240 ram *** AND SCMtf^CEEE *** 

6230 r am ***** » »***# it***************************" **••#***####*#******** 
4240 rapaat 

62?0 PRESSKEY#'-upparf (jnltay*) 
62O0 SCANPRESS»*£ariCada 

62TO "until v«l <PRESaKEY*)<>0 or SCANPRESH< >0 
630O r*tiirT 
6510 ■ 



Program 2 - An input routine 



include the ability to bail out of your 
wrecked plane (useful if shot over enemy 
lines), extra weapons, turbo acceleration r 
you can even collect a fulling fire exting- 
uisher (weird!) to put out any on board 
fires. 

There is so much that has been put Into 
Skystrike Plus it really does represent a 
good buy, it's no Xenon II but then It s not 
twenty five quid either. At £11.95 (£9.95 
for STOS club members) this game repre- 
sents great value for money. If you want to 
sec what can be done with STOS send 
those cheques and P.O. s off to Shadow 
Software (address at the end of the article) 
now, and no I'm not on commission it 
really is a fun (and at times frustrating) 
game. 

MAESTRO PLUS 

In the last issue Damon Howarth did a 
review of STOS Maestro, unfortunately he 
did not have the Maestro cartridge so he 
could not do a complete review of the 
whole package. I recently went to the PC 
Show at Earls Court in London and man- 
aged to get one at a very reasonable price 
so here ore the bits missing from Damon r s 
review, 

The cartridge itself is a sealed 'nearly 
Atari grey' box and measures a very com- 
pact 55mm x 84mm and is about 22mm 
deep so it does not suffer from the all too 
common cartridge droop problem. Once 
plugged in the unit looks almost like part 
of the ST so if you are into office/bedroom 
coordination this ones for you. The sound 
is input via a single standard female 
phono socket, but unfortunately there is 
no audio out socket on this version of the 
Maestro cartridge. As yet I have had no 
compatibility problems with any software 
that I regularly use so it gets full marks 
there, and just to clear up one point put 
forward in Damon's review the cartridge 
does not work with any other sampler soft- 
ware (unless you know different?). 
The pieces of software that Damon could 
not try ore really just icing on the cake of 
Maestro. The disko program lets an incom- 
ing sound go through the TV/Monitor 
speaker but also samples it and plays it 
back straight afterwards, this produces a 
weird effect somewhat similar to huving 
two identical records playing at almost the 
same time but with a very slight delay 
between them. The Phaser program is not 
quite as fancy as disko but gives a sweep- 
ing effect to all sound that is input, some 
really spooky sound effects can be 
achieved with It, unfortunately the 
graphical front end of Phaser lets it down 
(there isn't one!). 

Now for the real nitty gritty, just how well 
does Maestro perform compared to 
another device? Well I am currently work- 



ing on some educational software (plug- 
anybody interested?) where samples pro- 
vide an integral part of the communica- 
tion link between computer and student. 
Before Maestro came along I was using a 
popular sampler of the printer port variety 
(not the ST/ AMIGA Format one) and in 
order to obtain an audible speech quality I 
had to sample at around lOkhz, the Maes- 
tro cartridge managed to come up with a 
quality very close to the lOkhz samples at 
between Skh2 and 7kh7. which resulted in 
a typical memory saving of about 
1596-30%, 

Although my tests were totally non-scien- 
tific and only produced over a period of 

READERS OFFERS 

on STOS BASIC and 
other STOS accessories 
order form on page 49 



two hours I think my results are pretty 
conclusive. Maestro Plus is the best sam- 
pler available for STOS owners and gives 
excellent quality samples, unfortunately it 
is slightly expensive compared to the other 
S 1 OS products, so my overall VFM rating is 
80% . If you can afford it (it's cheaper 
from New Atari User!') rush out and buy it. 

A TYPE IN GAME! 

Time for the programs, in the last issue I 
said that a game might be appearing in 
these pages, well I am now proud to pre- 
sent- Guardian (see Program 1 and Table 
1). The program is really a bare bones 
game which you can play with and beef 
up, it involves guiding a little round ball 
type creature to' collect fruit and avoid 
electric sparks and the guardian'! 

Enter the listing as follows- 

1) Load the 1NPDATA.ACB accessory from 
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your STOS backup disk, 

2) Enter TABLE 1 and save it as GUAR- 
DIAN.MBK. 

3) Type in PROGRAM 1 ond then type 
LOAD GUARDIAN. MRK and the sprites 
will automatically Load into their cor- 
rect bank. 

4) Resave the program. 

5) Run it, 

HOW IT WORKS 

LINE 40 is a standard J dear the screen' 
line that should be used in most programs 
LINE 50 reserves a temporary screen 
which will be used to plot the sprites invis- 
ibly before transferring them to the screen 
LINE 60 clears the screens 
LINES 70-90 sets the variables for the 
initial positions of the player (X,Y) r the 
guardian (XEtyYEN), and the fruit 
(XFRU r YFRU) 

LINES 110-130 tell STOS to use sprites 4 
and 5 as the electric shocks, where to move 
them around the screen, and finally how 
they should be animated 
LINES liO-l 70 plots the sprites in their 
initial positions on screen 7 (invisible to 
the player), the screen is then swapped 
with the one that is being displayed and 
the sprites appear instantly with no flicker 
LINE 180 resets the internal timer 
LINES 210-240 read the joystick and in- 
crement or decrement the variables hold- 
ing the players position by +5 or -5 
LINES 260-290 if the player moves left 
then move the guardian left, If the player 
moves right move the guardian right only 
the guardi on moves one pixel further than 
the player with each move. 
LINES 310-320 if the player (joes off the 
right of the screen move it onto the left 
hand side, if up then make it appear at 
the bottom etc. 

LINES 340-370 prints the sprites in their 
new positions on the invisible (LOGIC) 
screen 7 and then swap it with the screen 
being shown. 

LINE 390 tests to see if anything has 
collided with the 14x6 border around the 
player and pats its value into the variable 
HIT 

LINE 400 tests to see if the fruit has been 
hit. If so the fruit is moved to another 
position and the score is incremented. 
LINE 420 repeats the whole thing until 
the player hits something nasty or the 
timer reaches 1000 

LINE 430 decides whether the player ran 
out of time or got killed ond prints an 
appropriate message. 
LINE 440 prints the score 

The way Guardian was programmed cer- 
tainly wasn't very efficient but STOS is so 
last my coding does not have to be perfect. 
There are so many different ways to get 



good fast smooth animation in STOS and 
that was just one example, perhaps you 
could provide some more? 

AND AN INPUT ROUTINE 

Have you ever used a really good prog- 
ram written in some language or another 
only to find it has been let down by the 
way data is input, you know the sort of 
thing a question mark on the screen and if 
you press return without typing anything 
it throws you out of the program with a 
nasty error. If you do not want that to 
happen to your programs then look no 
further, Pete to the rescue. 

The second (and last) program for this 
issue is a user definable input routine, it's 
especially useful for educational software 
(check out Treasure Search). Go type in 
PROGRAM 2. 

HOW IT WORKS 

LINE 100 this one dears the screen 
remember? 

LINES 110-120 set up the variables 

needed for the routine 

LINE 130 asks for your name 

LINE 140 calls the routine. The input data 

is returned in the string [NP5 

lines 150-160 works out where to place 

the text and prints it there. It would have 

been easier to use CENTRE "HELLO "+INF$ 

LINES 6000-6050 moves to where you 

want the text to go and clears a space for 

it 

LINES 6080-6120 print the Cursor and 
makes sure the key being pressed is an 
alphanumeric. If you wanted to extend the 
range of characters allowed you would 
have to change line 6120. 
LINE 6140 handles the delete key 
LINE 6160 keeps reading until the return 
key is pressed AND something has been 
typed 

LINE 6180 cleans the screen of the input 
LINES 6260-6300 read the keyboard until 
something is pressed, the value of that key 
is then stored in the variables SCAN PRESS 
and PRESSKEYS 

PROGRAMS WANTED 

I still want your STOS programs for the 
P.D. library and smaller ones to include in 
the column, but don't forget to include an 
S.A.E. when you send me your disks other- 
wise it could be quite a while before you 
get them back. By the time you read this 
there should be quite a few new STOS 
publit: domain disks in the PAGE 6 library, 
including a disk with all the STOS prog- 
rams from issues 39,40,41 and an educa- 
tional disk with software called Treasure 



Search (by me!) and Multimat (by |im 
Flewker) on it, Write to Page 6 Publishing 
for full details. 

A CHALLENGE 

Challenge time, hands up all those people 
who think they can write a small assembly 
language program that will change the 
value of a colour register several times a 
second to give the impression of loads of 
scrolling colours on screen (a bit like the 
old Atari rainbow effect on the S-bits). First 
person to send me such a program will 
receive a collection of STOS public domain 
programs. Oh and it must be possible to 
pass the number (0-15) of the coIout you 
wish to rainbow to the routine. 

That's about it from me this issue, and if 
you are wondering what happened at the 
PC show this is it - NOTHING! Mandarin 
were not there (and I don't blame them, it 
was dead boriny!). My thanks go to Chris 
Payne and Aaron Fotherajll for being all 
round nice chappies ond getting all the 
stuff to me before New Atari User s dead- 
line. Next time I want to start presenting 
shorter routines that people can include in 
their own programs., things like form input 
routines, graphical effects, sound effects, 
anything reasonably small that can be 
used to jazz up a program r so if you have 
any programs like that send them to me at 
the address below. 

SKYSTRIKE PLUS is available for 111,95 
from SHADOW SOFTWARE, 1 LOWER 
MOOR, WHIDDEN VALLEY, BARNSTAPLE, 
NORTH DEVON, EX32 8NW 

Anyone wishing to join the STOS CLUB 
should make out a cheque or postal order for 
L W payable to Aaron Foihergill (STOS 
CLUB) and should send it to the above 
address remembering to mark, the envelope 
STOS CLUB'. 

Write to Peter Hickman at 
36 CLEVERLY ESTATE, 
WORMHOLT ROAD, 
1.01NDON W12 OLX 



STOS FROM PAGE 6 

There will be at least four new STOS 
disks added to the PAGE 6 LIBRARY 
this issue including a disk of all the 
programs published so far in the STOS 
column and Peter Hickman's educa- 
tional program Treasure Search. If you 
40 not already receive our catalogue 
update please write or telephone us on 
0785 2 1 3928 and ask for a copy which 
wili give you full details oi these and 
other disks. 



iVf H' Atari Us*r - Issue 41 73 



The RESOURCE FILE 

where to find support for your Atari 



l lie Kesource File is a service provided by 
E'ACih h ro help Atari owners find sources or 
blfonDOtton, help and supply. An entry in 
i his iVciliin- dot's nut neiessaiil y imply any 
endorsement by PAGE 6. The retailers shown 
art- thovt who arv known m hove supjiorted 
Atari for some lime but things change and 
readers are advised to check Tor lhemy.*l vv\ to 
ensure that the information is still current. 
We would ask any readers who find informa- 
lirm [hi iie inaccurate or out of date to Let us 
knew so that urt entry may he amended or 
deleted 



RETAILERS 



ATARI WORLD 
15, Fennel] Street 
Manchester 
M4 3DU 

Tel. 061 JB34 4941 

BRIGHTON COMPUTER EXCHANGE 

2, Ann Street 

Rriahton 

BN1 4GP 

Tel. 0273 570240 

COMPUTES ADVENTURE WORLD 
Bank Buildings 
1 A, Charing Cross, 
Birkenhead L41 6E| 

Tel. firnr, 1 132 



CAI'Jil MARKETING LTD. 
24a, White Pit Lane 
Flackwell Heath 
High Wvcom.bc 
outks HP10 9HR 
TeL. 06285 J 1244 

COMPUTER CAVERN 
22 Mork-y Street 
Swindon 
Wilts 

Tel. 0793 4656ftfi 

COMPUTER CAVERN 

21, Harris Arcade 

Rrudiug 

Berks. 

lit. I 1I>N 

Tel. 0734 583062 

COMPUTER CENTRE 
174. liiyh Street 
Hamchurch 
Essex 

lei- 04024 74613 

GA\u:k 

7 1 East Street 

Brighton 

Sussex 

BN1 I HQ 

Tel. 0273 728GS1 

GLASGOW COMPUTER CENTRE 

Virginia Galleries 

33 Virginia Street 

Glasgow 

Gl ITU 

Tel. 041 552 1522 



HT-Fi UT.STb.UN LTD. 
52, Cambrian Road 
Newport 
Gwent 

Tel. Cfctf 62790 
INTOTO 

], Heathcoat Street 

Hockley 

Notts. 

NG1 3AF 

re I. 0HJ2 4H)y«7 

LADBROkl. COM PL TING LTD. 

33, Ormskirk Road 

Preston 

Lanes. 

PR] 2QF 

Tel. 0772 21474 

LIVINGSTON COMPUTER CENTRE 
17, The Mall 

Cralashill Shopping Centre 
Livingston 
West I olhiari 
Tel. 0SM 36978 

MICRO-TRONICS 
27a, Market Street 
Tamworth 
Stuffs 

Tel. 0&27 51480 

ONE STEP BEYOND LTD, 

I la.. Castle Mead«w 

Norwich 

NEU 3DG 

Tel. OMM hh.iJ^h 



PEATS ELECTRONICS 
1*7, Parnell Street 
Dublin 1 
] reLand 

Tel 0O01 727799 

SOFTWARE EXPRESS 
212, Brood Street 
Birmingham 
B15 2AY 

Tel. 021 643 9100 

SOFTWARE EXPRESS 
9 Exeter Street 
Plymouth 
Devon 

Tel. 0752 265276 

WHITEROSE COMPUTERS 

Brooklyn Court 

Bradford Road 

Cleckheaton 

W. Vurk* H1>]9 41J 

Tel. 0274 B51131 

A.S. WOOTTON Sr SON 

116, Edleston Road 

Crewe 

CW2 71 3D 

TeL. 0270 214118 

YOKK COMPUTER CENTRE 

9, Davygalc Arcade 

Uavygule 

York 

YOl 2SU 

Tel. 0904 64L862 



USER GROUPS 



ABC 

Contact Mike Donoghuc, 135, St. 
Leonards Road, Leicester, LE2 3BZ. Tel, 
0533 7001 90. Retailer and both 8-bit 
and ST user groups. 

A.C.E. USER GROUP 

Contact Martin Sharpe. 28, Brooklyn 
Court, Bradford Road.. Cleckheaton. 
West Yorks. BD19 4T|. TeL0274 851131 
( 24 hours). Monthly meetings, kttwdfet- 
t«r, trips, discounts etc. 

A. U, G. (IRELAND) 

Contort Mike Caiey. 3. St. Kevins Park. 
Kttmaciid, Co. Dublin. Ireland. Tel. 01 
88 1 3 30 or BBS Ol BS5634 {24 hours). 
Monthly meetings and newsletter. 

HI S I WOOD 8-BIT USER 
GROUP 

Contact David Taylor, GO Steven holme 
Crescent. Bestwood Park, Nottingham. 
NG5 5TW. Tel. 0602 209735. S-blt local 
users onLy 

BOURNEMOUTH AND POOLE 
ATARI USER GROUP 

Contort Colin Hunt- 2AK Wlmhome 
Road, Oakdulc, Foole, Dorset. ST, 8-Wt, 
hardware and software ik-vfLuumeni. 

BURY ST. EDMUNDS USERS 
GROUP 

Contact Gary Brummaae, 22, Ridley 
tti:t:,L. Rury St. Kiimunds. Suffolk. 
3HS. Please send SAE for details. 



BBS 



Name: THE VILLAGE 

Number: 01 464 2516 

Hours: 24 Hours/7 days 

Bo od: V2 1 , V22, V22B15, V23 

Features: 8 bit area. ST area, CF/M 

area 

Name: INfOMAllOUH 

Number: 0001 764942 (Dublin) 

Hours: 24 Hours 

Baud : 300/300 and 75/ 1 000 

FeatUK& ATARI SIG and program 

library 

Name: LEICESTER CENTRAL 

Number: 0533 700914 
Hours: 24 Hours 
Baud: 300 and 1200/75 
Features: 8 bit area and ST area 



COLCHESTER ATARI USEB 
GROUP 

Contact Mike Harrison. 1 72, Harwich 
Road, Colchester, Essex, CC4 IDT>. 
Meets Jortniahtly, supports all Atari sys- 
tems. Tel. 0206 367931 Of 0206 42900 

CLUB CENACLE 

Contact Michel Breton, Club Cenacle, 
EU\ 40, 9.51 10, Sannols. FRANCE. XL, 
XE and ST users, newsletter, PD library, 
tonlutl wilh g.^is user qiouns any- 
where in the world welcome. 

FtiST (Fast ST Basic Uwrs 
Croup) 

Contort .Simon Rush, 42 York Road, 
Ruyli-ioh, F.«*x, JJSfi 8SB. Tutorials in 
; : „!>,i: unil A«[)0U. SAF. for full details. 

FLOPPYSHOP ST 

Contact Steve Delancy, 50, 31*wart Cres- 
cent, Northrield, Aberdeen, A 132 55R, 
Tel. 0224 691824. 

Th« RAILWAY CLUB 

ContML'l I'hil Herhewr, lti4d RodclLffe 
Road, LakcnrK'tith, Suffolk. Tel. (Eris- 
well) 2363 All computer club with A ton 
section. Meets once u month. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contort Glenn Leader, 143 Richmond 
Rood, Leytonstone, London.. Ell 4BT. 
Tel. 01 55* 03P5, XUXE. ST users. Great 
newsletter and FD Library 



Name: CHAR IV 

Number: 0451/31G42 Germany 

010/49/451/31642 from England 

Hours: 24 Hours/7 days 

baud: 300, flnl 

Features: Atari 8-bLt and 5T areas. 

P.D. software. Some German 

required ! 

Name: THE ARK 
Number: 021 353 5486 
Hours: 24 Hours/ 7 days 
Baud: 300 or 12O0/75 
Features; 8 bit with Downloads^ 
hints, swaps etc, 

Name: CRYSTAL TOWER BBS 

Number: 01 886 2813 
Hours: 24 Hours 
Baud: 300 to 2400 
Features: Atari section which 
needs your .support! 



LUG'S (LEEDS USER GROUP) 

Contort Dove on &S32 717712 anytime. 
1050, 810, COWehe users welcome. Send 
SAE to P.O, Be* TR7, lee*. W. Vorks 
LS12 5PC 

LVAUG (LEA VALLEY ATARI 
USERS GROUP 

Contact Mart Tydemon, 1 25 Codmore 
Lm», Chesriunt, Herts. EMfi 9JH. Regu- 
lar meetings und newsletter, ft/li hit. 

MACCLESFIELD COMPUTER 
CLUB 

Contact Peter Solomon. Tel 0625 20762. 
evenings and weekends. All computer 
club with Aton lection. Meets- fort- 
nightly, 

NORTHERN ITALY ST FANS 

Contact Carlo Biunchini. Viale Argtmn* 1 
12, Z7100 PAVIA, Elaly 

HOCHDALE ATARI COMPU- 
TER ENTHUSIASTS (R. A.C.E.} 

Contact The Secretary, P.O. Box l r Roch- 
dale. Lanes OU2 &TQ. SAE appreciated, 
All Ataris, mcctincii. fortnightly 

SIG ATARI 

Contort Glenn Leader, 143, Richmond 
Rood, Leytonstone, London, Ell 4BT. 
Tel 01 5-S6 03M. For those interested in 
more unusual applications. 

ST USER CLUB 

Contact Tony. 3. ElnnunJ Roud r'l-i k 
horn, London, SE1-5 1RU. Member* wttll 
double sdded dnves 



SKH KimilH.E ATARI USER 
GROUP 

Contact Le-s Tuylor, 99, Bredon Road, 
Stourbridge, Web Midlands, DVB 4 LA, 
Tel 0334 3797S7. Meetings once a 
month for A bill computers. 

S W A G. (SOMERSET WEST 
ATARI GHOUI') 

Contuct 1, Ivans, 14, ?leln Street, Some- 
rset W«i. 7130, Cap* Province, South 
Africa. ST and B bit usei group ufferina 
help and assistance to users in Soulh 
Africa including township schools, 
Worldwide support appreciated. 

VTB ATARI COMPUTER CLUB 

Contact Chrishan Dtlabarre, HeMraat 
7. 9050 Evcrgem. Bdgium 7el 
091/26.29.29. For Xl,Xr:,ST. Organised 
talks, visits etc. 

WESTMORELAND ATARI 
COMPUTER ORGANIZATION 

(WJLCO.) 

Contact Chuck Rosso, 209 Emrose !>., 
Pittsburgh. PS 15235, U.S.A. Covering 
B-bit. large PD library catalog, will mail , 

WORLD ATARI PENPALS Int. 
U$er Group (WAP) 

('(in;<jil Mjj\ Ifrveen, Mooerhorst &, 
AJphen a/d RJjn, 2402 LP, The Nether- 
lands. Tel. 01720 45543. Members lr 
USA, Canada, France, U.K., GlWtt, Ger- 
many, Saudi Arabia. Have drculaling 
disk (B-nit and ST). Mail only. 



Nume: THE GNOME AT HOMF 

Number: 01 Sftfl 8A94 
Hours: 24 Hours/ ? days 
Baud: V23" viewdata 
Features: 5T area frame *lf>32,0#. 
ST Babble starts on frame 
•1632t9# 

Kame: CBABBS 
Number; 021 430 3761 
Hours: 24 Hours/closed Thurs- 
days 

Baud: 300 

Features: ST/B bit, Email to USA 
attd Canada 



PAGE 6 reserves the right 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE 6 
can accept no responsibil- 
ity for the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out of date. 
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New Atari User - lj*ue 41 



Two great games for the ST! 

- Contrasting in style but both offering lightning-fast action, spiced with 

touches ofhumour f typical of Jeff Minted programming, 
Now Available as a Twin Pack of £15.95// ($9.95 each, separately) 




An updated and massively enhanced 
version of the game that was a worldwide 
success on 8-bit machines! 
64 levels of play with a different challenge 
(and different graphics) in every one! 

* Brilliant pure arcade zapping, , , noone 
produces gomes like Llamasoff. .Jakes its 
place amongst my favourite games - magic 

SJ Action 

A BLAST and a Half! 




49 Mount Pleasant Tadley Hants 0734 8 14478 



PAGE 6 ACCESSORY SHOP 

THE VERY BEST IN PUBLIC DOMAIN 

PLUS BOOKS, DUST COVERS and ACCESSORIES 




O 
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HUNDREDS OF ITEMS IN OUR CATALOGS 



XL/XE DUST ST 

PUBLIC DOMAIN COVERS PUBLIC DOMAIN 





The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 



NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Ptetise note our catalog} do nd eorifairi 
COmnweld) software normally gvalkabl* 
from re+atilerj of odtGrlisers in ttie rnag-azlne 



•J cr 



M !m-i 'V 




Every imaginable Dust Cover! 



PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 



OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD'S FINEST 
ST DISK BASED MAGAZINE 




P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 

Telephone 0785 213928 Catalog HOTLINE 0785 57005 

(24 hours answerphone} 



